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THE ADVANTAGE 

I would like to know if Amazing has 
done a review of the spreadsheet called 
The Advantage' by Gold Disk? if a re- 
view has been done then please tell me the 
volume and issue number, if not, would 
you consider doing one? A comparative 
review of spreadsheets including The 
Advantage would be most helpful 

Sincerely, 
Bob Lockie 
Burlington^ Ontario 

— Gold Disk released The Advniitage 1,1 in 
September and wc hope to do a revieio of the 
package in the near future. — Ed. 



FURTHER FLICKER FACTS 1^3 

#1 It appears from Mr. Masters' letter in 
the October, 1990 issue, that there is still 
quite a bit of confusion regarding inter- 
lace and "tlicker" as seen on standard 
television and our Amigas. 

Mr. Masters asserts that some colors 
flicker faster than others, that 1/30-sec- 
ond is faster than human perception of 
flicker, and that flicker is not inherent in 
the NTSC standard. These statements are 
incorrect. He also states that "someone 
with access to the proper test equipment 
should investigate the problem." There's 
nothing to investigate because there is no 
problem. 

Interlace is simply an electronic 
method to paint a CRT image. "Flicker" is 
human perception of this method, and it 
varies with a staggering number of vari- 
ables. The most critical one is time. Any- 
thing slower than 60 times per second will 
be perceived by most of us as flicker under 
some conditions. The most common oc- 
currence is when an image consists of 
horizontal sections only one scan-line high. 
In Amiga interlace modes (and in stan- 



dard U.S. TV), these sections will occur 
only 30 times a second, well into the 
threshold of human perception of flicker. 
They don't occur fast enough to fool the 
brain into thinking that they are continu- 
ous, because standard phosphors are not 
sufficient to keep the pixel illuminated 
until the next pass of the beam. We usu- 
ally don't see TV flicker because most 
images are large blobs of color, such that 
all elements cover many scan-lines, not 
just one. Check out the weathennan's 
symbols, though: you'll see interlace 
flicker, just like on your Amiga. 

But let's say you have created one- 
pixel-high graphics on your Amiga screen. 
They are probably flickering, but there are 
many variables as to how BADLY. Flicker 
gets worse the brighter the image is, the 
higher the contrast ratio between your 
highlight and background colors, the more 
peripheral vision you use in looking at the 
tube, the more green you have in the im- 
age, and also varies between individuals. 

Flicker WILL OCCUR in interlace 
modes. But in your owi\ work, you have 
control over the severity. Lower the con- 
trast of the image by raising the back- 
ground color from black, and lower the 
intensity of your highlight color. Yes the 
image tends to "wash out" compared to 
vivid, colorful graphics you may be used 
to. But notice how much easier it is to look 
at the image for a long period of time. 
Avoid brig^ green lines: the eye is most 
sensitive to this color, and can be over- 
whelmed by high levels of it, causing you 
to sense flicker sooner. You can often 
choose to double up on pixels; if you've 
made a one-pixel-thick horizontal line, 
put another one right above or below it. If 
your contrast is low bet^veen these Hnes 
and the color above and below it, flicker 
will nearly disappear. 

The Amiga was designed with inter- 
lace modes to remain compatible with 
NTSC devices, such as VCR's and TV's. I, 



for one, am glad to have this compatibil- 
ity, and am willing to work around tlicker 
w^hen it occurs. W^hile there will always be 
fools who will design programs with hi- 
res interlace screens with thin, bright green 
lines on black backgrounds, more and 
more smart authors are choosing wisely. 
Kudos go to Elan's Performer and 
Impulse's Imagine for their intelligent 
choice of screen colors. 

Interlace is an important part of our 
machine, but flicker can be fought. 

Karl Sparklin 
Dayton, OH 



#2 Comments on Jerry Masters' com- 
ments in the October 1990 issue, regard- 
ing interlace flicker: I have done some 
investigation as to its cause, and have 
come to the conclusion that it is nowhere 
near the standard NTSC interlace screen. 
I put the interlace screen on, tvped a lot of 
sevens on the screen, and looked at it 
through the blades of a S" fan on which I 
had installed a speed control. When the 
correct speed was found, the alternate 
fields could be observed, and the result 
was that the one field lost the horizontal 
top of the sevens, and likewise shortened 
the other letters or numbers on that field. 
That, and the fact that the aspect ratio of 
the screen is changed, makes me wonder 
what Commodore had in mind in build- 
ing in such a nonstandard screen in an 
otherwise excellent computer. 

That it should be possible to change 
the screen is evidenced by the use of a 
terminal program which was included 
with the purchase of the Aprotek 2400 
baud modem; this was called "Hand- 
shake", developed by Eric Haberfellner, 
who lives in Canada. One of the menu 
selections is Interface, with either half 
screen or full screen interlace selection. 
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Full screen selection gives what appears 
to be very close to NTSC interlace^ and 
remains after exiting the program. Giving 
this screen the fan test above showed the 
alternate fields had the same size letters 
and numbers, but they were being moved 
vertically the distance of one interlace, 
still not NTSC standard, but much closer, 
and with reduced flicker. Several pro- 
grams were tried using this screen such as 
IFF pictures, CanDo, and others, and the 
screen stayed in this interlace mode until 
rebooting. If a pictiu-e was done in inter- 
lace mode, that's the ^vay it appeared; 
^oing on to another picture that was not 
nterlaced, came back to the "Handshake'' 
mterlace. 

Regarding Jerry Master's conclusion 
on the sync source in the Amiga, he is right 
about the sync coming from Agnus, but 
there is also a Csync line (Composite sync) 
coming out of Agnus which feeds Denise; 
so apparently Agnus is the culprit, devel- 
oping these off standard sync signals. 
There are IC's on the market which de- 
velop NTSC standard sync signals, such 
as RC A's 22402; so mething like this should 
have been built in to provide the compat- 
ible screen required. 

There must be a way of program- 
ming the computer to produce better in- 
terlace- 1 hope someone with a lot more 
savvy than I will come up with it! 

Very truly yours^ 
John A, Wheaton 
Syosset, NY 

#3 I have a few comments to make in 
regards to Mr. Masters' letter (Re: Inter- 
lace Flicker, in the October 1990 issue. 

First, with regards to the apparent 
difference between the primary colors. 1 
can think of two possible reasons for a 
noticeable difference in perceptible flicker 
between the tiiree primaries. 

The first of these involves the actual 
phosphors used in the monitor. Should 
the green phosphor have a shorter 
persistance than those of red and blue, the 
green would appear to flicker more in- 
tensely than red or blue. 

The other possible explanation in- 
volves a property of the eye itself. The eye 
is most sensitive to light in the yellow- 
green portion of the spectrum. It seems 
reasonable to assume, therefore, that a 
small change of intensity in the green 
would be seen more easily than the same 
intensity change in the other two prima- 
ries. 1 remember reports from the late 70's 
(when calculators used LED and plasma 
displays) that blue had been determined 



to be the most difficult display to read, 
while green was the easiest — red was the 
most common due to its low cost. 

Concerning whether NTSC broad- 
casts are subject to flicker, 1 have yet to see 
anything transmitted which had a hori- 
zontal pattern matched to the scan lines of 
a TV. Most images I have examined (even 
text patterns) tend to ''fuzz" over the 
scanline boundary, and are thereby dis- 
played in each "iialf frame". 

The following BASIC program can be 
used to demonstrate the major difference 
between the interlace and non-interlace 
modes. On an interlaced screen, the pro- 
gram opens a window into which it writes 
a series of horizontal lines. The left side 
consists of alternating single-pixel lines. 
The right side has alternating double-pixel 
lines. Lastly, the program opens a non- 
interlaced screen/window and writes al- 
ternating single-pixel lines. If this screen 
is dragged down to reveal the interlaced 
screen, it can be seen that the non-inter- 
laced single-pixel lines look the same as 
the interlaced double-pixel lines. A fairly 
good example that the moitor is ahvays in 
interlace mode— a non-interlace image is 
produced by having the hardw^are repeat 
the same image on both "half frames." 

' Interlace Flicker Demonstration 

' De.nnis Lee Bieber Sept. 30, 1990 

' This program opens a hi-res /interlaced 

* screen vifith two windows. The first window 

* contains alternating lines, the second 

* has doubled alternating lines (each 

* doubled line being equivalent to a single 
' line in a non-interlaced screen) . 

SCREEN 1, 540, 400, 2, 4 

WINDOW 2, "Alternating Doubled", 

(2,10) - (530, 385), 16, 1 
COLOR 1,2 
CLS 

L2 = WINDOW (2) 
LI = L2 / 2 
FOR i = 1 TO WINDOW (3) STEP 2 

LINE (l,i) - (Ll,i) 
NEXT i 

FOR 1 = 1 TO WIN-DOW (3) STEP 4 
LINE (Ll,i) - (L2,i) 
LINE (Ll,ifl} - (L2,i+1) 

NEXT i 

' for coT.parison purposes, open a non- 
' interlaced screen, and put up alternating 
' lines 

SCREEN 2, 640, 200, 2, 2 

v;NDOW 4, "Noninterlaced, Alternating (drag 

screen down)", 

(2,10) - (620,185), 0, 2 
COLOR 1,2 
CLS 

FOR i = 1 TO WINDOW (3) STEP 2 
LINE (l,i) - ( WINDOW ( 2 ),i) 
NEXT i 

Sincerely, 
Dennis Lee Bieber 
Sunnyvale, CA 



PC-SAS FOR THE AMIGA 

My wife works in the medical field 
using an IBM PS/2 (gasp!) to run a statis- 
tical package called TC-SAS', put out by 
the SAS Institute in Gary, NC. These are 
the same people who recently took over 
the C Compiler from Lattice and are pub- 
lishing the 'SAS/C Compiler for 
AmigaDos', version 5.1, as of this writing. 
For those who are not familiar with this 
package, its statistical capabilities are 
phenominal. It is widely used in the medi- 
cal field and for government applications. 
It is also available to run on mainframes, 
muiicomputers, and workstations. Ad- 
vertisements in ''VQ Week'' provide a full 
description of its capabilities, 

I called them to see if they were going 
to port TC-SAS' to the Amiga and was 
told that they currently had no plans to do 
so. However, they said that the best way 
to get those plans changed was for many 
(read as 'hundreds and thousands of) 
Amiga enthusiasts to write to them 
emploring them to put out an Amiga ver- 
sion. 

I personally feel that the SAS Institute 
is missing the boat by not porting this 
package to the Amiga. Their knowledge 
of the Amiga operating system which al- 
lows them to support the SAS/C Com- 
piler should make the porting a feasible 
task for them to accomplish. This would 
go a long way toward closing the gap 
between applications that run on the IBM 
PC and the Amiga. 

I encourage all of your readers to 
write to their marketing department and 
request that they port TC-SAS' to the 
Amiga. Their address is: 

SAS Institute, Inc. 
SAS Campus Drive 
Gary, NC 27513-2414 
Attn: Marketing Department 

Sincerely, 
Gerald Haworth 
Millers ville, Md. 



AW letters ave subject to editing. Questions or 
comments should he sent to: 

Amazing Computing 
P,0, Box 869 

Fall River, MA 02722-0869 
Attn,: Feedback 

Readers whose letters are published will receive 
five public domain disks free of charge. 
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Traveling Editor: A story of there and back again 



ONE OF MY FAVORITE books has always 
been Tolkien's The HobbiL Tolkien cap- 
tured the essence of travel. Through the 
escapades and escapes of Mr. Baggins, we 
are treated to the broadening of his wis- 
dom. We begin to see how each adventure 
strengthens his charaaer and hardens his 
resolve. With each new person he meets, 
Mr. Baggins becomes more understanding 
of his world. After the number of trade 
shows involving the Amiga in which I have 
either been a participant or an observer 
lately, I am beginning to feel a greai deal 
like Mr, Baggins. 

Last month, we brought you our 
coverage of the World Of Commodore and 
AmiEXPO ("Twin Pecks", December 1990) 
that were held simultaneously from Octo- 
ber 5 to 7 in Chicago and Anaheim respec- 
tively, liome from these shows, we com- 
pleted both the December xss^c of Amazing 
Computing and the largest periodical ever 
for the Amiga, our Fall/Winter edition of 
A C's Guide To The Commodore Amiga. With 
the Guideznd A Csafely at press, it was time 
to grab a plane, but this would be a much 
difTerent journey. 

My travels started with a long over- 
night n ight to Koln, Germany for Amiga '90. 
In just a few short days, 1 was introduced to 
the mania that the Amiga has spawned in 
Europe. Distributors told me that the Amiga 
500 was sold out in some areas through 
Christmas. I watched while over 60,000 
attendees descended on the two large halls 
of Amiga *90 over its four-day run. 

My limited German was just enough 
to keep me out of trouble so most of my 
conversations with the German people 
were through their knowledge of English, 
1 was amazed with the way they loved the 
Amiga. It was as if we had taken the 
enthusiasm of an American Amiga user 
group and applied it to an entire continent. 

The second thing that struck me 
about Amiga '90 was the large num 
bcr of North American Amiga 
developers that attended. Ei- 
ther working in their own 
booths or with their distribu- 
tors, developers demonstrated 
their produas and listened to 
the concerns and needs of their 
European customers. 
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From this enormous demonstration 

of Amiga enthusiasm, I dropped directly 
into the area where IBM is king and Apple 
is considered a pretender to the thrown, 
Comdex, Comdex Fall '90 was held in Las 
Vegas and attracted over 126,000 attendees 
during its five-day run. 

Commodore placed their booth in 
the newly completed Sands Exhibition 
Center. But, even with a half-million square 
feet of exhibition space, the Sands was 
away from the main segment of Comdex 
and, apparently, so was the Amiga. Al- 
though Commodore demonstrated the 
Amiga from its newest Unix release to the 
magic of Digital Creations' DCTV, and 
NewTek, with their booth at the Sands, 
wowed growing crowds with the wizardry 
of the Video Toaster, the main contingent 
of Comdex could not or would not listen. 

"Windows" was shouted and "multi- 
media" was whispered throughout the event, 
but few of the thousands of attendees 
understood that the Amiga was there first 
and still remains in the forefront. From the 
euphoric European exhibition, I fell to the 
world of Windows and more Windows. I 
wondered, amidst all the talk of windows, 
whether any of them could see. 

From Comdex, it was only one short 
holiday and another short week to The 
World Of Commodore Amiga in Toronto, 
Canada. The Hunter Group had promised 
a large and exciting show. They delivered. 
With the first public showing of CDTV and 
the work of exhibitors such as 
Walt Disney Computer Soft- 
ware, woe A not only 
attracted the largest 
number of at- 
tendees at 



Amiga event in North America this year 
(over 32,000), but sold more Amiga com- 
puters at any one time than 1 have ever seen 
before. One dealer had sold seventy-two 
machines by the second day of the event. 

However, this is not about how many 
units were sold. The people who came to 
The World Of Commodore Amiga believed 
in the Amiga. Maybe, since there is only 
one show in the area each year, WO CA gets 
people excited about what the Amiga can 
do for them. Whatever the reason, they 
believe the Amiga is the best computer for 
their needs. 

Whether I was talking to a young 
German at Amiga '90, viewing a demon- 
stration by an Amiga developer at Comdex, 
or witnessing a family carrying their first 
Amiga home from The World Of Commo- 
dore Amiga, the same truth came through. 
These people believe that the Amiga is the 
best. They prove it by their actions, their 
dedication, and their purchases. They sup- 
port the Amiga because it is superior for 
their needs. 

Mr, Baggins found that his world was 
much larger and a great deal more complex 
than he ever believed it could be. He 
responded by retiring from traveling, slay- 
ing at home, and discussing his advcniurcs. 

I have found the world to be a bit 
smaller. Athough there are differences in 
the way we use the Amiga and differences 
in what we expect to do with an Amiga, the 
Amiga is a common thread that unites 
people of different languages, cultures, and 
attitudes. The Amiga, more than any other 
computer platform currently available, ex- 
cites p>eople into being creative. 

Fortunately for my home life, there is 

not another show for at least a month 

(CES), but I am very grateful for the 

chances I have at viewing our world. 

Like Mr. Baggins, I have learned 

that there is always more to 

learn, but there arc always 

good people to teach me. 




Sincerel 



Don Hicks 
Managing Editor 
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EXPUfSION! 

GVP storage solutions 
keep up with you 
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Your Amiga'' is doing more today than anyone would have 
guessed a few short years ago. Color graphics. Scanned 
images. Multi-media. Video Imaging. You need storage 
solutions that can keep up with these data-hungry 
revolutions in computing. Without a revolutionary hassle 

No matter what your mass storage 

needs, GVP has it! Complete plug-and- 

play storage solutions for your Amiga, 

from 50MB to 600MB. From Hard- 
Disk-Cards to Removable-Cartridge 

Hard Disk to Rewritable Optical to 

Streaming Tape. 
If you use your Amiga for Graphics, 

DTP, Image Filing, Database Manage- 
ment, Video Imaging, Multi-Media, 

CAD/CAM, System-Wide Backup, 

then you need our removable-media 

storage solutions... 
h^k sn-R5500— Ricoh 50MB Removable Hard 
m^ Disk Drive: Features you cannot ignore. 
^» increased storage capacity: 48MB format- 
ted under Amiga DOS per cartridge. 

• Sealed cartridge air filtration system 
ensures data integrity and keeps media 
free from damaging dust particles for 



fail-safe reliability, unlike the 
competition. 




Impressive ISms average access time. 
Mounts internal in Amiga 2000* 5,2S" 
drive bay or external with GVP's IMPACT 
XC isee photo below). 



IMPACT XC^ 
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• Made by Ricoh of japan, a quality, well- 
known manufacturer of precision, 
high-technology products. 

^> SII-M09200E/600-fllcoh 600MB Magneto- 
r Optical Drive: Backed by Ricoh's expertise 
In optical disk tectinology. 

• 6()0MB formatted capacity per cartridge 
(300MB per side). 

• State-of-the-art Re wTitable Magneto-Opti- 
cal drive using high-tech laser technology, 
and ISO format compatible. 

• Latest Magneto-Optica! technology 
enables cartridges to he over- written 
many times, oriering unlimited storage 
capacity. 

• 66.7nis average access time. 

|W IMPACT WT-150-WangTek 150MB Stream- 
tp Ing Tape Backup System; Together witti 
nGVP'sTAPESTORE " software, makes backups 
simple and fast. 

• High performance with backuj) speeds of 
over 6MB per minute when using GVP 
TAPESTORE software. 

• Uses industry standard DC6150 cartridges 
with 150MB formatted capacity. 

• Mounts internal in Amiga 2000 5.25" 
drive bay or external using GVP's 
IMPACT XC |see photo, Icftl. 



Sn-MO9200B/600 
m shown heie in 

^ vertical posi I ian. 

Comes standard with GVP's comprehen- 
sive TAPESTORE backup and restore 
software package, 
TAPESTORE also sold separately. 

P^ GVP'S New FAA^STflOM" SCSI driver 

Ur and installation software comes standard 
Pwith the Series 11'" SCSI Controllers' giving 
ultimate removable media drive support. 
When purchasing GVP mass storage remov- 
able devices, be sure to ask for a GVP Series 
II SCSI Controller! Ask for the complete ksL 

Hard Disk-Cam T 




Educalioral iffking pnHirain now available. 

1APEST0fl£, ftWSTOOW. Series «. wd WPaiiiiidOTafteo) GfE«\Wey PraJuaslnt 
Amqj vitf Amiga 2000 an i«oisi«rt^ todeflwte of Conmoto 




Auailabte on GS.% schedute thrtxigh 
SMS Data Products Oroup, Inc. 
GSA *tGSOOK-90-ACS-5242 
1-800-331-1767 Bet. 5227 



GREAT VALLEY PRODUaS INC. 
600 Ciark Avenue, King of Prussia, PA 19406 

For more information, or for nearest dealer, call today. Dealer inquiries welcome. 
Tel. (215) 337-8770 • FAX (215) 337-9922 
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Back thru the draiomg board,.. 

The SketchMaster Graphics Tablet 



by Ernest P. Viveiros, Jr. 



WHAT COMES TO MIND when you think 
''graphics tablet'' for the Amiga? It's likely you 
think high prices, software incompatibilities, 
big clunky set-ups, overly complicated installa- 
tion, expensive accessories... but great perfor- 
mance! In the past, the drawbacks have far 
outweighed the benefits of a graphics tablet. 
Enter the new generation of graphics tablets — 
the SketchMaster series graphics tablet from 
Dakota Corporation. 

The SketchMaster is a sleek, high-perfor- 
mance graphics tablet which runs on almost any 
A500, A2000, A2500, or A3000. (The 
SketchMaster will also run on the AlOOO, how- 
ever it requires a special adapter available from 
Dakota.) The SketchMaster supports both a sty- 
lus and a cursor (both are included) and in- 
cludes all the necessary cables and software. 

Additionally, the SketchMaster is the only 
Amiga graphics tablet that does not require a 
power supply. It's powered directly through 
the RS232C serial port, which helps to eliminate 
the clutter of big, clunky power supplies and 
their cables. 

The SketchMaster is the only Amiga graphics 
tablet that does not require a power supply. It's 
powered directly through the RS232C serial port. 




Once you have properly set up and con- 
nected the SketchMaster hardware to the Amiga 
(A 1 -minute operation), it's time to install the 
software. Software installation is easy! Just pop 
in the installation disk and click the install icon. 
Two files — a control panel and a driver — will be 
copied to your SYS: Preferences and Utilities 
drawers respectively. To use the tablet, just 
open the Preferences drawer and run the 
SMControl application. From here you can turn 
the tablet on or off, change the size of the work- 
ing area, and even select which transducer (sty- 
lus or cursor) to use. 

Software compatibility is excellent. The 
SketchiVIaster should work with any mouse- 
driven application (the driver generates simu- 
lated mouse events to the operating system). 
The tablet responds smoothly and accurately, 
even when tracing though material 1/2-inch 
thick. 

So what do you really get for your money? 
The SketchMaster system includes the tablet, 
pen-stylus, 4-button cursor, interface cable, 9 to 
25-pin adapter, software, and manual. The tab- 
let is available in two sizes: 11,7" x 
ll.r, and 12" x 18". The SketchMaster 
is also covered by a 5-year limited war- 
ranty. Not to mention the great perfor- 
mance you'll get! Now think 
"SketchMaster graphics tablet". What 
comes to mind? Reasonable prices, great 
software compatibility, sleek organized 
set-ups, easy installation, and no ac- 
cessories to buy. ..it's all in the box. 

•AC' 

SketchMaster Graphics Tablet 
11.7" X 117": $449.00 

12" X 18":S699.00 

Dakota Corporation 

55 Heritage Avenue 

Portsmouth, NH 03801 

(603)427-0100 

inquiry #231 
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Vast, Micro-Power 
Drive Mechanisms 



W - 8MB FAST 
Expansion RAM 



SCSI Port & 
Game Switch 



Micro- Power Drives 

No fans or external 
power required, 
extra rugged 
Autobooting SCSI 
Interface 
A2000 performance 
with no DMA problems 
Optional Dedicated 
External Power 





t/2, 1,or2MBRAM 

On -Board with 
256K X 4 DRAfVI 
2, 4, or 8MB RAM 

with Add'On RAM 
Board using iMBx 
4 DRAM 



Amiga Bus 
Pass-Through 
External SCSI port 

allows up to 7 
SCSI devices 
Game Switch 

lets you turn drive 
off and leave 
RAM enabled 



lb-Access 
[Option Switches 




Autoboot ON-OFF 

Switch 

SCSI ID Selector 

RAM Test Mode 
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THE ULTIMATE 
AMIGA 500 PERIPHERAL! 

With a SupraDrive 500XPi^\ your 
computing life will change forever. 

You'll be able to use software that your 
computer simply couldn't run before, 
including paint, digitizing, and animation 
programs that need more RAM. You'll 
spend more time using your computer 
and less time waitina for it to transfer files 



and load programs, because the 
SupraDrive 500XP transfers data up to 
40 times taster than floppy disk drives. 

You can easily add up to 8MB RAM, 
additional Amiga bus peripherals (like 
digitizers), or SCSI peripherals (like 
removable media, tape backups, or add- 
on hard drives) . And if you need help, you 
can count on Supra's knowledgeable, 
friendly technical support staff and one 
year warranty. 



Available at your lopal dealer, or call: 

j 

■ Supra corgHwatKon 



SupraDrive 500XP is a trademark of Supra Corporation, 
Amiga is a registered trademark of Commodore-Amiga, Inc, 



1-800 

503'967'9075, 1 133 Commercia 



1727-8772 

Way. Albany. OR 97321, USA 




Professional 
Draw 2.0 



k 



Ithough other vector drawing pro- 
grams are promised to Amiga desktop 
pviblishingentliusiasts. Professional Draw, 
at the moment, is the only vector drawing 
software available for the Amiga. A vec- 
tor drawing program has several advan- 
tages for users involved in desktop pub- 
lishing, It is not ''bitmap-based", but 
"remembers" the quality of Hues and their 
"direction" (or vectors), not the position 
of each pixel on the screen (as does a 
bitmapped program like Electronic Art's 
DPaintlll). One asset of a vector over a 
bitmapped method is that storage space is 
minimized, as it takes far less room to 



by R. Shamms Mortier 

store ^^ectored data than bitmapped infor- 
mation. In the desktop publishing world, 
where the printers to which you address 
your data reformat the output in ways 
that screen graphics are hard-pressed to 
match, vector drawings can print without 
thee\^er-present "jaggies". No matter ho^v 
much the drawing is enlarged or reduced, 
a vector graphic maintains its quality of 
line. Printers, especially PostScript print- 
ers, are capable of much finer resolutions 
than are the finest resolution computer 
screens. 

Pro fessional Dra w 2.0 a d d resses dot- 
matrix, HP-Laser, and PostScript printers, 




Pro Draw 2.0 
gives you the 
opportunity to 
blend colors. 



although only the latter will give you the 
results promised. Unlike its main Amiga 
competition, Soft Logik's Pagestream, Pro 
Draw's output is disappointing when di- 
rected to anything but a PostScript-qual- 
ity printer. It was designed to be the draw- 
ing partner to Gold Disk's Professional 
Page, and saves files in formats that are 
easily imported into Pro Page and the 
other desktop publishing wares that Gold 
Disk produces. 

With Pro Draw, you can set up the 
page sizes either by choosing from a menu 
of the recognized traditional output sizes 
(from a standard 8 1 /2" x 11" page to the 
A3 to B5 options that are familiar to users 
of plotters), or you may input your own 
custom dimensions. There is also a sepa- 
rate menu that details Pro Draw's pre- 
ferred PostScript output specs, including 
fLili color separation, crop marks, and color 
"bleeds". All of these attributes are what 
one would expect from a professional 
desktop publishing package, and this is 
accomplished within the page format re- 
quester. All of your Pro Draw efforts can 
be saved to disk and loaded in again with 
a standard Amiga load /save requester, 
leaving your work open for future edit- 
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Tools Of The Trade 

Bezier Curves avo Pro Draw's main 
mode of operation. Straight lines are just 
versions of a Bezier Curve, as are other 
lines. As an artist, I must admit that Bezier 
Curves are not my favorite way to dra^v. [ 
can work with them mucli better now 
than I could when Pro Draw first intro- 
duced the concept, but that's after quite a 
bit of practice. I would enjoy Pro Draw 
more if the Bezier Cun^e attribute were 
hidden in a more traditional drawing tool 
or a series of tools. Adjusting tlie curves 
and their placement gets in the way of the 
creative process as far as 1 am concerned, 
although I'm sure they make more sense 
to an engineering designer. The same tu- 
torial that taught Bezier Cur\^es to Amiga 
users in Pro Dra^v 1.0 is still used as the 
major tutorial in this upgraded version, 
and I still find it rather cumbersome. Since 
the Bezier Curves have survived the 2.0 
upgrade unchanged, and offer no prom- 
ise of being revised or seriously altered in 
the upgrades to come, FU have to resign 
myself to their use for the present. They do 
offer two ad\'antages o\'er other methods 
of drawing curves: they are usually drawn 
as smoother curves between two points, 
and they leave fewer initial data points on 
the screen. 

Once cur\'es of any kind are drawn, 
Pro Draw lets you reshape them to vour 
heart's desire bv allowing you to assign 
more data points at any place on the curve, 
and then move either the whole cu r\'e or a 
selected part to a new position. Very fine 
detail can be added by zooming in on the 
picture until only one element of it fills the 
entire screen. Once drawn, any element 
may be moved about the page with ease, 
and closed areas may be filled with color 
or a variety of gray-scaled tints. 

New "Blend" Option 

Some of the finer attributes vou mav 
be working w^th in Pro Draw will not be 
visible on the Amiga's screen itself due to 
the limitations of the Amiga screen as 



The ability of 
Pro Draw 2.0 
to fix text to 

any curve. 
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The grid 
fines can be 
set to any 
increment 
horizontally 
or vertically. 



compared with the finer resolution of a 
printing device. Pro Draw 2,0 gives you 
the opportimity to blend colors behind an 
area of text, although the full import of 
this operation can only be appreciated in 
the final printout. 

The method for obtaining these 
blended areas is quite simple once you get 
the hang of it. First, two cloned areas 
(boxes) are filled with separate colors 
(magenta and blue, for example). Then 
both areas are ''selected". While selected, 
"blend" is chosen from the "special" menu. 
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in which there are four "Blend" options: 
Linear, Inverse, Sinusoidal, and Cubic. 
'Xinear" blending transforms an object 
evenly, like a evenly gradiated screen tint. 
You can input the exact number of steps in 
which this is to occur. "Inverse" blends 
are transitions that take place in an in- 
creasingly wider number of steps. "Sinu- 
soidal" blends the colors in a sine-curve 
relationship, while "Cubic" places a darker 
toned section in the middle of two lighter 
ones. Since the output can address a top- 
of-the-Hne color printer as well as a black 
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MediaPhile® Video Editing System 
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from $320 Complete 

o Infrared Control 
o Remote pause and S Control 
o Two Video Deck Counter Inputs 
o Edit Decision List Software 
o Animation and Title Recording 
From Within Your Software 



The MediaPhile System gives you the power to perform automatic edits from 
players to a recorder, and to record computer animations and titles from within 
popular Commodore-Amiga programs automatically. All under computer control. 

Mouse and keyboard conu-ol makes editing easy. Select any deck function 
including frceze-framc, single frame step, and digital effects from the screen control 
pad or keyboard. Video editing features include adjustable pre-roll for smooth, 
professional looking insert and assembly edits, a preview mode with a five-second 
frcczc-framc at IN and OUT points, A/B-roll and accurate tape positioning. 

Edit with any infrared controlled VHS, S VHS, 8mm, Hi-8mm or Beta video 
deck or camcorder . Tape counter information is brought into the Amiga from Sony 
"remote" jacks, or from MediaPhile edit control kits that arc easy to install in just 
about any video deck. Please specify your deck manufacturer and model number . 




Interactive MicroSystems, Inc. 

9 Red Roof Lane, Salem N.H. 03079 

Telephone: (603) 898-3545 
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and white PostScript device, i t presents an 
infinite number of design possibilities. 
"Blends" are a new addition to the pro- 
gram^ yet are not listed in the index for 
reference. The Blending tutorial says "see 
the chapter on Blends", but there is no 
chapter named "Blends". Perhaps this was 
an oversight that will require a more thor- 
ough tutorial in the future. 

The 'Till" option can be a bit confus- 
ing at first. I had to turn "fill" off for the 
previous object before getting it to react — 
a design feature that needs more tweak- 
ing. Make sure "fill" is not on when you 
initially design an object, and then you 
can choose a fill color and turn it on after- 
wards. Filling with the black and white 
option gives the best-looking screen, 
thoughusers with color printers will want 
some color preview. The object has to be 
boxed in by using the marquee tool to be 
selected, and then fills can be applied 



more readily. You have to toggle "wire 
fi'ame" off before the screen actually allows 
you to see any examples of fill patterns. 

Objects can be turned^ rotated, 
moved, warped, and blended. All of the 
parameters that I experimented with per- 
formed fla wlessly, though some took a bit 
of experimentation. There are various 
menus associated with each of the major 
alteration tools. The "Distortion Tool" in 
particular is worth spending time with, 
since it allows shearing on either the X or 
Y axis. You can execute Perspective on 
either the X or Y axis, and a choice of three 
symmetries is offered. The synTtnetrical 
tools work very well and can influence 
you to rethink your initial design. 

When you've selected your text in a 
suitable font and size, it too can be open to 
all of the manipulations that any other 
object can reflect, as long as you first trans- 
form the text into an object. By choosing 



"text -> graphic" from the Special Vlenu, 
the transformation is complete. For post- 
ers, the first letter of a headline can be 
completely redesigned, giving it special 
graphic Celtic illustrative characteristics. 
If you "ungroup" the letter you desire to 
work on from its neighbors, it can be filled 
in with a separate color or gray-scale 
screen. Control points can be added to the 
lines that connect other points in the letter, 
so that stretching it in creative ways is 
encouraged. In addition to the gray-scale 
fills, I \vish there were ways to include 
user-designed patterned fills. This pro- 
gram would be perfect for experimenting 
with the various art screens that many 
printing houses use: wood grains, con- 
centric circles, splayed line patterns, and 
various other design patterns. 

As in Pro Draw version 1.0, 2.0 still 
gives you the capability to import 
bitmapped graphics, and then to use vec- 
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tor tools to trace over them on the ^vay to 
a final vector graphic. Then the bitmap is 
remo\'ed from the underlay for a totally 
vector rotoscoped image. It can also be left 
in place, giving you a printout with the 
best of both worlds: the rich screen tex- 
tures of bitmaps and the straight no-jaggies 
line work of vector graphics. This is one of 
the most unique and useful attributes of 
Pro Draw. 



Tlte creme de la creme of 
Pro Draw 2.0's features 
list: the ability to fit text to 
any curve. 



Pro Drau^ 2.0 also has a utility that 
allows you to translate an IFF picture into 
a vector trace automatically. You would 
be wise to start with a two bitplane image 
(black and white). Otherwise, after many 
minutes of precious time, the program 
may flag an "out of memory" condition. 
This option ^vorks great on B&W images, 
and is the perfect u'ay to convert jaggy 
B&W clip art brushes without lea\'ing the 
program. 

And now for the creme de la creme 
of the features list: the ability to fit text to 
any curve. This is something that has al- 
ways created nightmarish situations in 
typographic design. Pro Draw 2.0 makes 
it so easy and intuitive that I would con- 
sider purchasing this program for this one 
function alone. After a curve is drawn 
{either Bezier or freehand) and the text is 
printed out on a line, the user simply 
selects both the text and the curve and 
chooses "Align Text With Cur\'e" from 
the menu. You can have the text align left, 
right, or center, and it can also follow the 
inside of the curve. This is an absolutely 
wonderful and mega-useful feature. It is 
something that all desktop publishing 
programs should emulate. 




Original Features: 

• Enhonced, compiled BASIC 

• Extensive control sfrudures 

• True Recursion 
& Subprograms 

• FAST Reol Computations 

• Eosy To Use For Beginners 

• Can't Be Outgrown 
By Experts 



Version 2.0 Added: Version 3*0 Added: 

• Animotion & Icons 

• IFF Picture Reader 

• Random Access Files 

• F-Basic Linker 



Improved Graphics 
& Sound 

RECORD Structures 
Pointers 



* Integrated Editor 
Environment 

• 020/030 Support 

* IFF Sound Player 

* Built In Complex/Matrices 

• Object Oriented Progroms 

• CompatibiewIth500J000, 
2000, 2500. or 3000 



F^BASICWifh User's Manual & Sample Programs Disk 
^Orily $99.95- 

F-BASIC With Complete Source Level DeBugger 
-Only $159.95- 



F-BASIC Is Available Only From: 

DELPHI NOETIC SYSTEMS, INC. 

Post Ofl(ce Box 7722 
Rapid Cily. SD 57709-7722 

Send Check of Money Order, or Wriie Rjf Info 
Credit Card or COO CaJJ (605) 340-0791 
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Version 2.0 works much faster than 
version 1,0, and there are no incessant 
crashes or "out of memory" flags in nor- 
mal operation. I attempted to load Pro 
Draw's output into Soft Logik's 
Pagestream (version l.S). PageStream 
wouldn't Open it, nor would it accept it as 
an imported vector graphic. Perhaps 
there's a wise hack out there ^vho can 
write a a translator so that files can be 
exchanged between Pro Draw and 
PageStream^ allowing the best of both of 
these Amiga competitors to share each 
other's best attributes. I would think that 
some standardization here would benefit 
all concerned. Of course, the translation 
software from Syndesis would allow you 
to change the Pro Draw files into suitable 
CAD output that PageStream could read. 

In conclusion, 1 must admit that I 
envy PostScript printer owners, because 
my attempted dot-matrix and HP-Laserjet 



printouts do not look too good. I wish that 
Gold Disk and Soft Logik ^vere pals, be- 
cause 1 lo\'e the potential of this program 
as much as 1 am addicted to the non- 
PostScript printout quality that is an inte- 
gral part of PageStream. If you have a 
PostScript printer, you should invest in 
Pro Draw 2.0. It has tremendous capabili- 
ties that currently at least, cannot be found 
any^vhere else on the market. 

•AC' 



Professional Draw version 2.0 

Price: $199.95 

Gold Disk 

5155 Spectrum Way. Unit 5 

MississGuga, Ontario 

Canada L4W 5A1 

(800) GOLD-DSK 

Inquiry #221 
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Mightier Than The Pen 

New Horizons Software has just re- 
leased Quick Write, an entry-level word 
processor that pro\'ides high performance 
and advanced features on minima! Amiga 
systems. QuickWrite packs a lot of power 
and ease of use. Features include a fast 
"WYSIWYG" display, an advanced mail 
merge facility, spell checker with a 50,000- 
word dictionary, macros, an ARexx port, 
and automatically updated date and time 
markers. 

QuickWrite also controls printing 
options including support for paper sizes 
and the ability to print in Pica, Elite, or 
Condensed pitch. QuickWrite users will 
be able to export and import text files in 
the format recognized by Gold Disk's 
Professional Page. And, since QuickWrite 
is file-compatible with New Horizons' 
popular higher-end word processor, 
Pro Write, docimients are trans ferrable 



from QuickWrite to Pro Write without any 
loss of content or formatting. Any pro- 
gram that can import ProWrite files will 
handle QuickWrite files as well. 
QuickWrite requires a minimum 512K 
memory and Kickstart 1.2 or later, 

QuickWrite, price: $75.00, Ncxv Hori- 
zons Sofhoare, P,0. Box 43167, Austin, TX 
78745. (512) 528-6650, Inquir}f nS6 

Power Struggle 

Electronic Arts has just released a new 
adventure/strategv game entitled 
PowerMonger. This is the latest program 
from Bullfrog, the same UK artist group 
that created Populous. 

In PowerMonger, strategy is based 
on every individual's occupation, home, 
and level of intelligence. This adventure 
begins with you as a deposed king in 
charge of a tribe in an uncharted territory. 
You must conquer all 200 territories (each 
begins with a different layout design) be- 
fore the world is under your rule, and you 
must do this by taking over merchant and 
fishing communities, villages, and large 
towns. Resort to the usual pleasurable 
means of achie\'ing your ends: brute force, 
cunning negotiation, or outlandish brib- 
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ery. You must then demand that your 
people create new technologies, such as 
weapons, to use in invading other vil- 
lages. The captains you enlist in your tribe 
all have different personalities; this fact 
comes into play when giving orders. 

3-D vector graphics create a land with 
hills, plains, roads, buildings, trees, lakes, 
boats, and even animated waterfalls and 
streams. The amazing graphics also de- 
pict living beings such as fishermen, 
farmers, ranchers, cattle, sheep, and car- 
rier pigeons for delivering orders. 

Changes in seasons lead the farmers 
to harvest their crops, the ranchers to bring 
in their herds, and the birds to migrate. A 
generous selection of angles and magnifi- 
cations allow you to view the land from 
many different perspectives. 

In game play you will go against 
three other computer-controlled 



PowerMongers. One of these may be sub- 
stituted with another person using two 
computers linked via modem. A data disk 
and clue book will be coming soon. 

PowerMonger, price: $49.95, Electronic 
Arts, 1820 Gateway Drive, San Mateo. CA 
94404, (415) 571-7171. Inquinj ^35 

Gone Pro 

ASDG Incorporated has released Art 
Department Professional. It becomes the 
latest member of the ASDG Art Depart- 
ment Series 8- and 24-bit color image pro- 
cessing and manipulation software. 
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image produced using ASDG's new 
Art Department Professronal 



Art Department Pro fessiona! is based 
on a system of loader/saver modules 
which make it possible to save images in 
addition to importing them, and provides 
the ability to render up to 256 colors^ en- 
abling transformation of images to other 
platforms. Among the external hardware 
devices that can be controlled through 
this program are Polaroid's Cl-3000 & Cl- 
5000 film recorders^ Black Belt Systems' 
HAM-E image display enhancer, and 
Sharp's JX'450 &c JX-SOO 24-bit color scan- 
ners. 

Loader and saver modules for 
DigiView 21 -bit. Sculpt, Silver, GIF, PCX, 
DeluxePaint II Enhanced, and MacPaint 
formats are included in the Art Depart- 
ment Professional package. File formats 
supported by the Super-IFF loader include 
EHB, HAM, AHAM, SHAM, Dynamic 
HAM, ARES, and Dynamic HIRES. 

Art Department Professional features 
a wide range of special effects and com- 
puter image-manipulation tools, includ- 
ing the ability to perform color-to-gray 
scale conversions and magazine-quality 
color separations from any image data 
source with up to 24 bitplanes. Other fea- 
tures include 208 Amiga rendering/ video 
modes, six methods of dithering, auto- 
mated image ''touch-up" mode, and an 
edge-detection technology that allows 
users to create line art from any image. 

Powerful palette control is also at 
your command with \^arious features such 
as editing, lock in, and the ability to load 
and save combinatioiis. Color map con- 
trols, brightness, contrast, and Gamma 
correction are also included. Art Depart- 
ment Professional is also ARexx-support- 
ive. 

Additional loader and saver mod- 
ules for Targa, TIFF, Pict2, and Rendition 
formats are contained in the Art Depart- 
ment Professional Conversion Pack. A 
companion module to Art Department 
Professional, Art Department Presenta- 
tion Graphics Pack, is designed to com- 
bine business graphics and multiple im- 
ages. 




Art Department Professional price: 
$199.95. Inquirif ^232. Art Departwent Pro- 
fessional Conversion Pack, price: $S9S5, In- 
qiiiry ^233. Art Department Presentation 
Graphics Pack, price: $22935, Inquinj ^234. 
ASDG Incorporated, 925 Stewart Street, 
Madison, WI 53713, (608) 273-65S5. 

The Name Game 

Blue Ribbon Bakery, Inc., makers of 
Bars&Pipes, have changed their company 
name to The Blue Ribbon SoundWorks, 
Ltd, The company is located at a new ad- 
dress as well: 1293 Briardalc NE, Atlanta, 

I GA 30306, (404)377-1514, 

i 

All-terroin Vehicle 

i Virtual Reality Laboratories, Inc. has 

! announced the shipment of Vis tap ro. This 
applicationcreatespainting-likevie^vsand 
animations of real locations with power 
and ease. Vistap/'O, which requires 3 megs, 
incorporates many features not found in 
the original Vista. (The original program, 
which requires 1 meg, will still be avail- 
able.) Some of those features include dis- 
plays in 24 bit (frame buffer), hi-res, inter- 
lace or HAM; script support for four ani- 
mation modes including IFF, IFF 24, RGB 
and the Vistapro proprietary VANiM 
mode; an included animation player for 
VANIM files from hard disk; variable fo- 



cal length ^'cannera" lens; an unlimited 
number of lighting positions, dithering, 
roughness, and blend controls; Gourand 
shading combined with hi-res interlace; 
the ability to load and save color maps; 
and the ability to save images as IFF, Turbo 
Silver objects and in 24-bit RGB for frame 
buffer output. 

Various landscapes of places such as 
Mt. St. Helens (before and after the explo- 
sion), Half Dome, and El Captain in 
Yosemite are included, as w^ell as over 
four billion fractal landscapes, original 
, Mandelbrot and Julia set landscapes, Mt. 
i Adams, Mt. San Gorgonio, Mt. Baldy, San 
I Luis Obispo, and the Carmel-Big Sur area. 
Animators, graphic artists, game design- 
ers, geology teachers, students, and those 
invoh^ed with the environment may all 
benefit from Vistapro. Additional sets 
providing more landscapes are available 
for $80.00. 

Vistapro, price: $149,95, Virtual Real- 
it}/ Laboratories, 2341 Ganador Court, San 
Luis Obispo, CA 93401, (S05) 545-8515, In- 
quinj ^240 

Aegis/Oxxi Two-fer 

VideoTitler, by Aegis, is a powerful 
3-D font and image manipulation system 
which will work with your Amiga moni- 
tor, video recording system, or color 
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The Complete Amazing Computing library 

which now includes Volume 5 

is available at Incredible savings of 50% off! 

♦ Volume 1 is now available for just $19.95*! ♦ 

(A $45.00 cover price value, the first year of AC includes 9 info-packed issues.) 

♦ Volumes 2, 3, 4, & 5 are now priced at just $29.95* each! ♦ 
Subscribers can purchase freely redistributable disks** at bulk rate discount prices! 



This unbeatable offer includes all Fred Fish, AMICUS, and AC disks 

(see the back of this issue for recent Fred Fish additions, and the 

FaH/Winter'90 AC'S Guide 

for a complete index of all current freely redistributable disks). 

Pricing for subscribers is as follows: 

♦ 1 to 9 disks: $6.00 each 

♦ 1 to 49 disks: $5.00 each 

♦ 50 to 99 disks: $4.00 each 

♦ 100 disks or more: $3.00 each 

(Disks are priced at $7.00 each and are not discounted for non-subscribers) 

To get FAST SERVICE on volume set orders, freely redistributable disks, 
or single back issues, use your Visa or MasterCard 

call 1-800-345-3360 

Or, just fill out the order form insert in the issue. 

• Postage & handling for each volume is $4.00 in the U.S.. $7.50 for surface In Canada and Mexico, and Si 0.00 for all other foreign surface. 

*• AC warranties all disks for 90 days. No additional charge for postage and handling on disk orders. AC issues Mr. Fred Fish a royalty on all disk sales to encourage 

the leading Amiga program anthologist to continue his outstanding work. 



printer. The package includes many excit- 
ing frinctions and allows you to give so- 
phisticated computer DVE style presenta- 
tions. The fonts you have at your disposal 
include all the Amiga fonts, 2uma fonts, 
and anything made with Calligrapher. 
There is also a series of powerful fonts 
called Poly Fonts, and they allow you to 
stretch, mirror, and distort at the click of a 
mouse. Special effects such as 3D Block, 
Thin Edge, Emboss, Balloon, Outline, 
Neon, Star, and Cross are also available. 
They may be displayed with bold, italic, 
outlined, color gradation, or drop shadow 
in eight directions* An Expert Mode is 
available which gives you the tools to 
build your own special effects, and Mul- 
tiple Resolutions allows you to work in 
every Amiga resolution including 
Halfbrite mode, overscan, and severe 
overscan. 

VideoTitler is also a powerful sup- 
port system for IFF paint programs. With 
it you can import IFF windows, brushes, 
and pictures and then clip, paste, and 
distort the images. They may be inverted, 
mirrored, or used for titling. The screen 
may also be quartered or compressed and 
then the Extra Halfbrite chip (where avail- 
able) can be used to your advantage. 

There is also a powerful slide show 
program called VSEG that can create 
desktop \ideos and presentations. By us- 
ing a series of digital transitions such as 
checker, random, diamond, title scroll, 
fade, burst, dissolve, and zigzag you will 



be able to combine images together. Play- 
backs can be controlled in either manual, 
automatic, or single frame advance. 
VideoTitler works with color printers, 
camcorders, VCR's, genlock devices, and 
film recorders. 

Also new from Aegis is AudioMaster 
III, a powerful digital sampling system 
that allows for the recording and storage 
of real-life sounds on your Amiga. Many 
features come with the AudioMaster HI 
including Interactive Visual Waveform 
Editing, a process that lets you load sound 
files or digital samples and then visually 
display them on the screen; a Zoom Mode, 
which lets you select a segment of the 
samples sound and zoom in to view or 
edit details; Multi-Loop Sequencing, 
which allows you to easily crea te up to 999 
sound loops within a single waveform 
and then play them in a defined sequence; 
and a Waveform Tuner, which changes 
the pitch and octave of any sound and 
then fine tunes it. 

Along with those features there is 
also MerglFF for merging sounds, 
MuitiMaker which creates instruments for 
Deluxe Music and Sonix, and the Oscillo- 
scope program and an Aegis CD player 
which control playing of up to 20 stored 
sound files. 

VideoTitler, price: $159S5Juquijyit241. 
AudioMaster III, piice: $99,95, Inquiiy #242. 
Oxxil Aegis Development, 1339 E. 2Sfh Street, 
Long Beach, CA 90S06, (213) 427-1227. 




New From Psygnosls... 

Nitro and Awesome are two new re- 
leases from Psygnosis. In Nitro your 

driving skills are tested on different ter- 
rain (wasteland, desert, city, and forest), 
in more than 30 wild races. You must 
select the proper vehicle (buggy, racer, or 
sports car) for the best results and, as you 
compete, enhancements such as a more 
powerful engine, turbo chargers, high grip 
tires, nitro-boosters, and extra gas are 
available. Viewed from above, Nitro is a 
multi-directional scrolling race game with 
realistic animation and detailed roadside 
graphics. 

Awesome is a space adventure that 
places you in the role as a ship's captain 
attempting to escape the Octarian system 
before it is blo^vn away. All information is 
to be kept secret as you try to acquire fuel, 
which is the hot commodity, in these days 
of gargan tua n spa ce monsters and viciou s 
aliens. Hyperspace travel from planet to 
planet involves using a Plan- View, Time- 
Scan map of the Octarian system, so you 
must take into consideration hotel bills 
and fuel consumption in all decisions. 

Nitro, price: S4439,Incjuiry #23S. Awe- 
some, price: $59.95, Inquiry ^239. Psygnosis 
Limited, 29 Saint Mary's Court, Brookliue, 
MA 02146, (617) 731-3553, 

Gold Disk Giveaway 

Gold Disk has announced a contest 
designed to promote their new product, 
HyperBook. Gold Disk used HyperBook 
to create a graphic presentation showcas- 
ing the Gold Disk product line. Not only is 
this point-and-click presentation free to 
the consumer, but it contains the chance 
for prizes such as Sony Discmans, posters, 
and tee-shirts, to be won! 

The contest begins this month. 
MyperBook presentation disks will be 
available inside Gold Disk product boxes, 
from dealers, and through mail order 
houses. Instant winner disks are redeem- 
able by sending the disk, along with name, 
address, and phone number to Gold Disk 
(employees of Gold Disk, Commodore, 
and Amiga dealers are not eligible). 

Gold Disk Inc., 5155 Spectrum Way, 
Unit 5, Mississauga, Ontario. Canada, L4W 
5 Ah (416) 602-4000, Inquiry ^257 

•AC- 
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Taming the wild, misspelling beast in us all... 

Spell-A-Fari 



bv Jeff James 



iJ^Ppell-A-Fari is a ne^v educational program from 
Designing Minds Software which attempts to teach and 
reinforce proper spelling skills in school age (grades K-9) 
children. 

What I noticed first about Spell-A-Fari was the fact 
that it is devoid of any sort of copy protection whatsoe\'er. 
Games and educational programs for children are almost 
always subjected to greater than normal w^ear and tear, 
and I must applaud Designing Minds on their decision to 
allow legitimate owners to easily back up their software 
investment. Spell- A-Fari is also hard drive installable, 
including a CLI-driven script to do the installing for you, 
Unforttmately, the program cannot be loaded from the 
Workbench unless you install it on your hard dri\'e or 
boot it from dfO: in place of your Workbench disk. 

After the program has loaded^ you're presented with 
the game selection screen. This screen portrays a jungle 
scene complete with three jungle animals surrounded by 
foliage, along with a wooden sign displaying the vs^ords 
"List'' and "Bye!". Pointing and cUcking on each of these 





Potty ttie Parrot 



The Print As option from the Word List 



three critters uall load a different spelling game, "Byef" 
will exit the program, and the "List'' option will take you 
to the heart of Spell- A-Fari, the word list screen. A needed 
feature on the game selection screen is a verification 
option on the "Bye!" hot spot; a slip of the mouse while 
trying to select the "list" option on the sign unceremoni- 
ously dumped me from the program without an oppor- 
tunity to cancel my selection. 

Once you arrive at the word list screen, the pull- 
down "Project" menu gives you the ability to Open, 
Create, Delete, Save, Print and Sort vour own spelling 
lists, as well as the option to print color award certificates 
for players with superlati\^e spelling. The word list screen 
is also uiiere you can enter your o\vn words and fine- 
time how the Amiga pronounces them by using the 
pro\'ided Pre\dew option. The Help menu offers a quick 
list of helpful consonants and phonemes to aid you in 
making your word sound just right. Se^^eral spelling lists 
are included with the program when purchased, or you 
can crea te your o v\ti lists with up to 54 words not exceeding 
12 characters in length. 
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Aside from being able to crea te your own spelling lists, the 
most powerful option in the word list screen is found in the 
pull-down Project menu; the Print option. Selecting the Print 
option presents you with the Print list menu, which gives you 
a great deal of control over the printed output of your spelling 
lists. Of special interest to educators is SpelhA-Fari's abilit)* to 
create actual worksheets of spelling words for their students. 
Besides printing a list of words, an educator can use the Print 
list menu to print scrambled word lists, matching word lists 
and a word list puzzle which mixes up all the words of a 
selected list in the form of a "word hunt" puzzle. When printed, 
each of these worksheets is accompanied by a single master list 
which contains the solutions to the other printed lists. Kudos to 
Designing Minds for adding these extra features which make 
Spell- A-Fari a much more useful teaching tool to educators 
than a simple "Drill and Practice" spelling game. 

After selecting your list, you return to the game selection 
screen. Starting the game is child's play: simply point and click 
the mouse on any one of the three animals displayed. After an 
animal is selected, the game play requestor appears. This 
requestor allows a wide variety of game parameters to be 
customized, including the desired number of human and 
computer players (up to two), the computer's skill level (if a 
computer player is selected), the players' names, and a range of 
other game options including time limits, number of attempts 
allowed to get each word correct, and a choice of "Easy" or 
"Hard" difficulty levels. 

Once you have your options set, you're off into the jungle. 
The game with "Elly the Elephant" asks the user to correctly 
spell the words that the Amiga vocalizes; the game with "Mike 
the Monkey" challenges the player to select the single correctly 
spelled word out of a shortlist of incorrectly spelled words; and 
the "Patty the Parrot" game offers users a chance to match 
scrambled words with their unscrambled, correctly spelled 
counterparts. Correct spelling is rewarded by a praising digi- 
tized voice, and if the round is successfully completed, the 
animal whose game you've selected hops, flaps, or wiggles 
onscreen v^hile making its own respective digitized animal 
noise. 

While Spell- A-Fari is well-equipped with playing options 
and advanced features for educators, its major stumbling block 
rests in the treatment of graphics and animation. The artwork 
is rather plain and rudimentary, with all three of Spell- A-Fari's 
resident animal inhabitants appearing flat and two-dimen- 
sional. The animations, that greet a player after a round of 
spelling problems have been accomphshed, are limited. Patty 
the Parrot only flaps her wings and squawks, Elly the Elephant 
wiggles her trunk while trumpeting loudly, and Mike the 
Monkey seems to do only a few deep knee bends while weaving 
a banana and shrieking. Even if you have successfully played 
a few dozen rounds of the game, the animation you get to see 
after each successfully completed round never changes. 1 was 



hoping for a nicely done animation of a yodeling, vine-swing- 
ing Tarzan to swoop onto the screen every no^v and then to tell 
me what a great speller I \vas, but I guess he was on wication. 
Crisper, brighter graphics coupled uath a wider variety of 
longer-duration animations would undoubtedly increase the 
interest and attention span of any child (or adult, for that 
matter) using this program. 

Concerning Spell-A-Fari's use of digitized sound, there 
only seems to be one problem: not enough variety. After the 
correct answer has been selected in a round, an enthusiastic, 
digitized male voice congratulates the player by saying, "That 
is correct." If you incorrectly spell or mismatch the word, the 
same voice returns and says, 'That is not correct/' If you fail a 
few times, the Amiga voice will speak and urge you to "keep 
trying." The decision to use superior digitized speech to ac- 
company the synthesized Amiga voice is laudable, yet hearing 
'That is correct" a few dozen times in a row during a long 
spelling exercise set my teeth to grinding; when telling you of 
your correct selection, there are no other digitized sounds or 
voices thrown in to add some variety and unpredicLabilit\^ into 
the game, if you want to silence this merry digitized commen- 
tator of your spelling attempts, you have to turn down the 
volume on your monitor or stereo, as Spell -A-Fari won't let you 
turn him off. 

I would liked to have seen a few other features imple- 
mented into Spell-A-Fari, such as the inclusion of an option to 
save your spelling lists in true ASCII text format to allow you 
to run them through your favorite spell-checker or thesaurus, 
and the ability to enter words longer than 12 characters in 
length. 

Although Spell-A-Fari does have some problems, the sum 
of its individual parts combine to make it a good value. It's 
relatively inexpensive, and the ability to print a variety of color 
certificates, along with the wide range oi printing options and 
utilities make Spell-A-Fari a good choice for an Amiga -using 
educator looking for a teaching aid for spelling. The ability to 
enter your own words and fine tune them (using the provided 
help screens for phonemes and consonants) makes Spell-A- 
Fari a fun and educational game for older children and adults 
as well. If you can overlook the limitations listed above, Spell- 
A- Pari can be a valuable learning aid not only for children, but 
for anyone interested in sharpening their spelling skills. 
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Requirements: 

Min. 512Kof RAM 

Workbenchi 1.2 or higher 

Spell-A-Fari 

Designing Minds 

3006 North Main Street 

Logan. Utah 84321 

(601)-752-2501 

Price: $39.00 

Inquiry #220 
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by Phil Saunders 



We,, 



/elcome to Medley, a new column about music, the Amiga, and MIDI. My 
objective— to survey all the ways you can make music with your Amiga, ril give 
hints for making your software work better and show you some of the ways MIDI 
can work for you . The Amiga can make even a mediocre musician sound great- 
It he or she knows how to use it. Mediey wiii heip you bridge the gap between 
software manuals and the reality of making music. 



The Amiga has better sound genera ting 
capabilities than almost any other home 
computer. But sometimes its built-in sounds 
either aren't good enough, or the music you 
are making requires more than four notes at a 
time. 

In this case^ you need to learn about MIDI 
MIDI stands for Musical Instrument Digital 
Interface. MIDI u^as originally developed as a 
way to play more than one synthesizer from a 
single keyboard, but it has been extended to 
allow a whole host of synthesizers, effects 
devices, and computers to communicate with 
one another. MIDI is basically a language that 
allows your Amiga to control a whole rack of 
sound equipment. 

MIDI consists of commands which tell a 
synthesizer to do specific tasks. A typical 
command might consist of three bytes of 
information wliich tell any synthesizer listening 
on channel eigiit to play a C3 note at a velocity 
of 96. While the MIDI command is specific 
about what it wants done, it has no way of 
knowing how the synthesizer will carry out 
the command. For instance, the synthesizer 
might be set up to play an organ voice or a flute 
voice on channel eight; MIDI has no way of 
knowing. MIDI has only one purpose: to carry 
musical information to and from synthesizers 



and computers. How those synthesizers 
respond depends on how they are designed 
and set up. The actual sound comes from the 
synthesizer's audio output, not its MIDI OUT. 
MIDI commands pass note information, but 
only a synthesizer's audio output produces 
sound. MIDI is actually a standardized control 
system. 

To use MIDI with your Amiga, you need 
three things: soft^vare that generates and /or 
receives MIDI, a synthesizer that generates 
and/or responds to MIDI, and a MIDI interface 
to let the computer and the synthesizer 
communicate. The MIDI interface can range 
from a simple one IN, one OUT model to a 
more complex two IN, six OUT model The 
number of INs and OUTs refers to the number 
of devices that can be directly connected to the 
interface. An IN receives information from a 
MIDI device, an OUT sends information to 
another MIDI device, and a THRU passes 
information from the IN to another device. 
Your needs will vary depending on how many 
MIDI devices you want to hook up to your 
Amiga- Remember that if a device has a THRU 
you can use that to "daisy chain" to another 
synthesizer, eliminating the need for an extra 
OUT on the Amiga's MIDI interface. Be sure to 
purchase a model appropriate for your 
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computer (Amiga 1000 designs differ from 
Amiga 500/2000 interfaces). You will probably 
find a design that includes a serial port pass 
through to be most convenient. 

The next pertinent question is what kind 
of synthesizer you need. This is a personal 
question. The answer depends on what kind of 
music you want to make, how vou want to 
make it, and how much you can afford to 
spend. Personal taste has a lot to do with 
choosing a synthesizer. Still, there are a number 
of factors that are particularly important in 
choosing a synthesizer to work with a 
computer 

The first thmg to consider is whether you 
need a keyboard. Wait! 1 thought all 
synthesizers had keyboards! Since the advent 
of MIDI, a number of manufacturers have 
begun making synthesizers ^vithout keyboards. 
These sound modules respond to MIDI data 
generated by either a computer or a keyboard. 
The advantage is that you don't have to pay for 
a keyboard if you don't need one. Many 
professionals use one master keyboard, often 
referred to as a controller, to drive a whole 
bank of MIDI sound modules. It might be 
useful to think of a keyboard as a device that 
generates MIDI data and a sound module as a 
device that responds to MIDI data. A tvpical 
synthesizer includes both a keyboard and a 
sound module, and is thus capable of sending 
and receiving MIDI. If the extent of your music 
making is going to be typing scores into Deluxe 
Music Construction Set, you may find that a 
keyboard is unnecessary. Examples of MIDI 
sound modules without keyboards are the 
Roland MT-32 and the EMU Proteus. 

If vou do need a keyboard, you should 
consider ^vhether you need the full 88 keys. 
Many synthesizers have only 61 keys to reduce 
costs. The keyboard should definitely be 
velocity-sensitive — that is, the volume of the 
notes should change depending on how hard 
you strike the keys. After touch is another useful 
feature. It measures how hard you press on the 
keys after they hav^e been played. After touch is 
typically used to apply effects to synthesizer 
notes. If you are an accomplished pianist, you 
mav ^vant to consider getting a good MIDI 
controller^a keyboard wdiich feels much like 
a real piano but which generates only MIDI 
data, not actual sounds. 



The next consideration is how many voices 
the synthesizer can play at once. There are two 
aspects to this. The first considers how many 
individual notes a synthesizer can make atone 
time. Many of toda\^s synthesizers have 32 
individual sound generators. While this seems 
like a lot, sometimes the best sounds on the 
synthesizer require as many as four sound 
generators. This reduces the number of 
available notes to eightat a time. If a synthesizer 
is multitimbral, it can play more than one 
sound at a time. You can have one part of the 
synthesizer playing a bass sound, one part 
playing drums, and a third part playing a 
piano sound. This is an extremely valuable 
feature for working with a computer. Most 
newer synthesizers are multitimbral, but some 
older ones (like the Yamaha DX~7) are not. 

Additional considerations include what 
kind of MIDI implementation the synthesizer 
has. Does it respond to the full spectrum of 
MIDI commands, on all channels? Will the 
keyboard only output on one channel? Most 
modern synthesizers will have a full MIDI 
implementation, but older models might not. 
It is possible to get a synthesizer which has a 
velocity-sensitive keyboard, a full MIDI 
implementation, and multitimbral sound 
generators for under a thousand dollars. One 
thing you probably don't need is a sequencer 
that is built into the synthesizer. Sequencers 
that run on the Amiga are generally more 
powerful and easier to use than those built into 
synthesizers. Wliy pay for something you don't 
need? 

All of these points are important, but the 
most crucial factor is how the synthesizer 
sounds. It doesn't matter how many voices a 
synth has if you don't like the sound. Use your 
o^vn ears, and listen to as many d ifferent models 
as you can. Think about how you \vill use it. Do 
you want to compose symphony scores? Then 
you will need a synth with realistic orchestral 
sounds. If you want to make top forty pop 
music, then you need a synth that can create 
those kind of sounds. Multitimbrality and MIDI 
implementation are important, but making 
interesting sounds is why synthesizers were 
invented. Next time we'll look at the types of 
MIDI software available for the Amiga. 

•AC* 
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On The Road: 

Amiga '90, COMDEX, and The World of Commodore Amiga 




THIS MONTH AC TRAVELED the globe 
in search of new Amiga products. From 

the latest in presentation and 3-D soft- 
ware to the first public showing of CDTV, 
AC was there. Here is the latest from Koln 
(Cologne), Germany's Amiga '90, to 
COMDEX in Las Vegas, to the biggest 
AiTdga event in North America, Tlie World 
Of Commodore Amiga in Toronto, 
Canada. 



Koln, 
Germany 



Amiga '90 in Koln, Germany main- 
tained its predominance as the world's 
largest show for the Commodore Amiga. 
With over 150 exhibitors in two large exhi- 
bition halls presenting new and exciting 
products to the European Amiga market, 
Amiga '90 attracted over 60,000 attendees 
in four days, from Novembers to Novem- 
ber 11. 

Last yea r the show drew 38,000 people 
and was held in a 5,000-squa re-meter ex- 
hibition area. This year, AMI Shows was 
prepared for the enormous response. With 
an expected attendance of 50,000 to 60,000 
people, AMI Shows placed the exhibition 
in two halls with a total of over 25,000 
square meters. The larger halls also at- 
tracted more exhibitors. With one hall 
created predominately for the entertain- 
ment user and the larger hall set aside for 
the business and professional user, at- 
tendees were able to locate the companies 
and products they were most interested 
in. 

Although Anaiga '90 is predominately 
a German showcase of Amiga products, 
the number of North American compa- 
nies who attended the Amiga '90 was 
amazing. Companies such as Gold Disk 
and Pulsar are now broadening their con- 
sumer base with offices in Europe and 
were well-represented. It was encourag- 
ing to see other companies either exhibit- 
ing on their own or with their German 
distributors. Great Valley Products; 
NewTek, Interactive Video Systems, 



Digital Creations, Blue Ribbon 
SoundWorks, ICD, Supra Corporation, 
OXXI/Aegis, Applied Engineering, 
VidTech International, Memory World, 
M. A.S.T. and Dr. T's Music Software were 
just a few of the companies represented. 

Eric Moody of Interactive Video Sys- 
tems and John Botteri of Digital Creations 
teamed together to provide working 
demonstrations of Digital Creations' 
DCTV working in conjunction with the 
Trumpcard Professional from I VS. Al- 
though DCTV was not ready to ship (see 
the section below on DCTV at COMDEX), 
Trumpcard Professionals sold out during 
the four-day exposition. 

Sharing space was a basic program 
during the event. Jeff Costello from Ap- 
plied Engineering worked within 
Applied's distributor's booth offering 
product support to anyone who spoke 
English. Melissa Jordan Grey worked in 
one of her distributor's areas to demon- 
strate the tools and techniques created for 
music and multimedia presentations by 
The Blue Ribbon SoundWorks, Ltd. 

Supra Corpora tion exhibited in a very 
large booth, demonstrating their product 
line at one end of the booth and selling 
products at the other end in conjunction 
with one of their German distributors. 
New Supra products displayed included 
the SupraRAM 500 RX, an external 
memory board for the 500 expandable to 
8MB of RAM. Also new from Supra were 
several modems: the Supra Modem 2400 
Plus, the SupraModem 2400 MNP, and 
the SupraModem 9600 Plus, a V .32 9600 
bps modem with V .42bis which can run 
up to 19,200 bps. Supra also showed a 
prototype of their SupraTurbo 040, a 68040 
accelerator for the 3000. There was also 
talk of a new 24~bit color frame grabber 
from Supra. The product is rumored to 
digitize a full color video frame in 1 /30 of 
a second and also digitize stereo audio. 

Perhaps the best represented of the 
American hardware manufacturers was 
Great Valley Products. GVP not only had 
their top executives working with DTM, 
their distributor, in the second largest 
booth at the show (Commodore occupied 
the largest booth area), but they drew 
hundreds of attendees each day f or a dai ly 



drawing of GVP hardware and accesso- 
ries. 

If there had been awards given for 

dedication and devotion to a company 
and product, one would surely have been 
presented to Kristine "Kiki" Stockhammer 
from NewTek. Ms. Stockhammer demon- 
strated NewTek's Video Toaster for three 
days to a growing number of attendees 
while addressing them in German. She 
then took a plane early Sunday morning 
and flew from Germany to Las Vegas. 
From Monday to Friday she continued to 
give the same presentation to crowds of 
COMDEX attendees in English. 

Aside from North American compa- 
nies, there were several new introduc- 
tions from European developers. 

Real 3D is the newest release from 
Activa International B.V. The NTSC ver- 
sion will be available the first quarter of 
this year. Real 3D proniises superfast 3-D 
ray tracing, solid modeling, texture map- 
ping, and animation. The package comes 
in three versions. Real 3D Beginner is rec- 
ommended for users with 1 meg of RAM 
or more who do not need the macro fea- 
tures found in the more expensive ver- 
sions. Real 3D Professional was created 
for more intensive grapliic sessions and 
requires a minimum of 3 meg of RAM and 
includes all macro segments. Real 3D 
Turbo is a professional package specifi- 
cally designed to assist professional users 
and take advantage of the higher speed 
capabilities of accelerator cards. 

Activa promises that Real 3D is the 
fastest tool of its kind on the market. The 
demonstration given in Koln was impres- 
sive indeed. Wireframe drawings were 
created and manipulated in real time, 
while rendering 3-D images in a variety of 
resolutions was as easy as selecting op- 
tions from a menu. Real 3D also contains 
software control and options to move your 
created images (or the view point) along 
paths and automatically generate a series 
of frames for animations. 

Scala by The Digital Vision Software 
Design Group is a fully interactive pre- 
sentation program just made available to 
the European market. Scala offers the user 
a selection of backgrounds and special 
effects to create slide presentations to be 
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performed on the Amiga. Special text tools 
allows the user to manipulate text and 
fonts in an almost endless variety. Sea la 
will also import animations created on 
third-party animation programs. The en- 
tire end result is then presented by a script 
that the user has constructed through 
Sea la's scripting language. Sea la also 
comes with Sea la Print which creates a 
variety of different hard-copy formats on 
black & white, color, or even PostScript"^''^ 
printers. Sea la will not be available in an 
NTSC version until sometime during the 
first quarter of this yean 

Martin Lowe of Amiga Centre Scot- 
land made two very important announce- 
ments at Amiga '90. First, the ACS Harle- 
quin 32-bit framebuffer will be available 
in the US sometime during the first quar- 
ter of this year. With 16,777, 216 colors, 
broadcast-quality output, full overscan, 
programming interface, and PAL or NTSC 
compatibility, the Harlequin can be used 
in interlace and non-interlace modes. ACS 
promises the Harlequin will be a '"profes- 
sional product for the professional user/' 
To promote this fact, the company has 
planned a series of upgrades including a 
video framegrabber, a CCIR 656 interface 
for 601 digital video, an Alpha channel 
addition, and a double buffering addi- 
tion. To further the professional use of 
their product, ACS has made the Harle- 
quin compatible with single film control- 
lers, film recorders, the Harlequingenlock, 
PAL encoders, video printers, and assorted 
graphic input devices. The Harlequin has 
a suggested retail price in the US of 
$1395.00 with 1 .5MB (it is expandable to 4 
MB). 

Second, Mr. Lowe announced the 
formation of GRAFEXA, GRApliics 
Extensions for the Amiga. This group of 
independent hardware and software de- 
velopers met to establish standards for the 
Amiga to deal with more colors or higher 
resolutions than does the standard model. 
According to their press release, 
"GRAFEXA will act as a forum for discus- 
sion of the requirements of the new stan- 
dards and will circulate a newsletter which 
will include proposed ideas and com- 
ments." The organization will meet again 
during the European Developers Confer- 
ence in Milano in February, 1991. 

The large German hardware manu- 
facturers, Rossmoller and Kupke, who 
have been exhibiting at American shows 
had enormous booths with plenty of traf- 
fic. Although there seemed to be no major 
announcements from these two competi- 
tors/ activity at their booths was high. 

Commodore held a magnificent 
presence at Amiga '90. Their large booth 
was populated by companies from Eu- 



rope and North America. The area was 
constantly busy with people watching the 
large number of demonstrations. 

Crowds gathered around 
Commodore's booth area to watch the 
large video wall overhead. CBM used the 
device to present animations and other 
Amiga-generated art. Although this was 
inspiring, the most fascinating thing was 
the large wall CBM had constructed 
around one segment of their booth. 

Within a few hours of the first day for 
general admission, the Commodore-con- 
structed wall was covered with graffiti. 
Spray cans, magic markers, and just plain 
old pens were used to send messages from 
individuals or groups to the Amiga com- 
munity. While some people used it for 
more profane correspondence, the wall 
represented the excitement and intensity 
of this market. The fascinating thing is not 
that people wrote on the wall, but that 
Commodore Business Machines of Ger- 
many had provided the space. 

While some manufacturers used full- 
sized cars as input devices, others used 
simple mechanical arms to attract atten- 




tion. Large video walls were used in sev- 
eral areas of the show, while other compa- 
nies displayed their latest products in 
simple glass cases. The key impression 
from Koln was not its size in terms of 
vendors, nor its ability to attract the thou- 
sands of attendees, but the excitement 
that was generated as the attendees awed 
over the possibilities of their favorite com- 
puter. 



Las Vegas. 

Nevada 



The Fall '90 COMDEX in Las Vegas 
was the largest exhibition of any type ever 
held in North America. Over 126,000 at- 
tendees came to see 1 850+ exhibitors; even 
the number of press people hit an all time 
record of 1 8001 The Sands Exhibition Cen- 
ter was completed one week prior to the 
opening of COMDEX to bring the total 
exhibition area used by the show to 



Amiga art is 
©xpression— 
from grafifi to 
saleable art to 
art and 
presentation 
packages, ttie 
Amiga inspires 
and enables 
them all 
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NewTek's Kristine Stockhammer 
takes a moment's rest wtiile 
thousands of Amiga users and 
hiopefuls roam ttie exhibit halls. 




2,100/000 square feet. Although Commo- 
dore Business Machines and Amiga third- 
party developers did an excellent job of 
presenting and selling Amiga technology^ 
make no mistake that COMDEX is mainly 
an event for IBM, PC clones, and third- 
party supporters of PC- related products. 
Even Apple Computer, which occupied a 
large booth area with a video wall and 
lecture center for COMDEX, only main- 
tains a presence at COMDEX, reserving 
MacWorld as the primary theater for its 
largest marketing efforts. 

Bill Gates, Chairman and founder of 
Microsoft Corporation, set the direction 
and focus of this year's COMDEX by 
showing tools and integrated packages 
for the future. According to Mr. Gates, 
compu ters need to makeapplications fully 
intera cti ve a nd ef f or tl ess f or t he u sen Most 
of the advancements Mr. Gates demon- 
strated through a humorous look at a fic- 
titious town were based on future Win- 
dows-style applications. Except for the 
touch-screen technology and the hard- 
ware that would allow users to actually 
sign and write information by hand, the 
basic attention was given to making ap- 
plications work efficiently together. Since 
this requires a simplified visual style in- 
terface, it is important to note that Mr. 



Gates's Microsoft Corporation has cre- 
ated one— Windows for the PC. 

Even the organizers of COMDEX, The 
hiterface Group, were searching for more 
ways to support and promote the Win- 
dows technology. They announced a con- 
current show to be presented at the Spring 
COMDEX in Atlanta called Windows 
World '91. Windows World is a central 
area to gather independent companies 
who are creating products for the Win- 
dows enviornment 

David Archambault, Director of 
Business Markets for Commodore Busi- 
ness Machines, hosted the only Amiga- 
oriented panel on multimedia of the five 
multimedia conferences conducted dur- 
ing COMDEX. His guests included Alain 
Ross ma nn. Vice President of Marketing, 
Sales, and Operations at C-Cube 
Microsystems; Art Kaiman, Engineering 
Director of the Princeton Division of Intel 
Corporation; Kalish Ambwani, President 
of Gold Disk Inc.; and Tim Jenison, Presi- 
dent ofNewTek, Inc. In a forty-five minute 
presentation, each panel member demon- 
strated the progress their companies had 
achieved in making multimedia more af- 
fordable and more possible than ever. 

Tim Jenison presented NewTek's 
Video Toaster to create special effects in 



on-line video. Kalish Ambwani presented 
ShowMaker and its long list of features 
that allow the Amiga user to manipulate 
an entire presentation from several differ- 
ent sources and create a tape at a video 
facility in one take. Both Mr. Rossmanand 
Mr. Kaiman demonstrated tiie special 
properties of compressed video that they 
have been able to attain with their compa- 
nies' hardware. 

Commodore's flagship booth was 
host to several Amiga developers as they 
demonstrated the versatility of the Amiga. 
Gold Disk maintained an area that spe- 
cialized in music and presentation soft- 
ware. By using their ShowMaker and Blue 
Ribbon SoundWorks' Tools, they were 
able to demonstrate the ease with which 
individuals can create presentations and 
full videos. 

Digital Creations, placed strategically 
next to Gold Disk, performed special feats 
of magic with the tools and versatility of 
their new DCTV (Digital Composite 
Video), expected this month. DCTV dis- 
plays full-color composite video and uses 
a proprietary compressed video system to 
generate stunning color, broadcast-qual- 
ity effects. 

While DCTV is a great output device, 
it is also a slow scan video digitizer. With 
a color video camera, DCTV captures a 
full-color composite frame in 10 seconds 
which then can be manipulated or con- 
verted to IFF format- With the included 
DCTV paint, DCTV users have a true color 
video paint system. Special features have 
been added to the traditional paint system 
such as tint, shade, watercolor, blend, 
smooth, air brush, and a host of drawing 
features. With a suggested retail of S495. 00, 
DCTV is an impressive addition to an 
Amiga artist's arsenal. 

DynaCAD is the newest Amiga CAD 
package. It was demonstrated both at 
COMDEX and at WOCA by Ditek Inter- 
national. With a wide assortment of rich 
tools available, Ditek officials claim that 
DynaCAD is a truly professional CAD 
package. DynaCAD includes dimension- 
ing, 3-D view capabilities, line weights 
and styles selection, text tools, on-line 
documentation, command history, and 
flexibility tlirough its large number of user- 
specific menus. People gathered to watch 
a s complex d ra wings were ro tated in three 
dimensions. (Or were they waiting for 
copies of renderings of theStarship Enter- 
prise that was being printed on the plot- 
ter?) 

Commodore displayed a new point- 
of-sale unit that was created for dealers 
with a laserdisk, and software to allow 
purchasers to use an Amiga to answer 
(continued on page 31) 
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Sapphire 68020/68881 



Unbeatable Retail price of $399.00! 



Fits in the Amiga 1000, Amiga 500 and Amiga 2000 computer systems. 
Fits snugly in 68000 processor socket! 

Eas\' insiuilation - Included is a disk \v iiii picuires. a icNl fiic reader. 

and Ix-nchmark >oft\varc to help with installatiDn! 

Factory installed 12 Milz M-hii 6S020 and factory instLrlicd 

12 Mliz 32'bit 6SKSI prx>ccs.s(>rs! 

Speed incrva.ses of up to 1a tinie.s die speed o!" a normal Amiga in 

intet^er*. 5^2 limes the speed in nt)ating poini! 

Small, compact size makes it the smallest acceler-ator* yet 

- Only 3 1/H" x -t 1/4" x 1/2" total size! 

Not a psuedo accelerator, l>ut a liue M bit accelerator card iisin,L; 32 hit processni's! 

A rull, one year warr'anty! 



Workbench Management System 

Only $44.95 

The Workbench Management System (W\IS) is a revolutionary^ 
idea in software for the Amiga! WMS is based on a button concept 
where a simple click of a button launches your applications! 

"WMS is one of the most simple ami eieji^afit systems Jhr iisinj^ the Amii^a 
that ire have seenr - Amazing Computing -August 1990 

l\\u,\n pfe-proi^ rammed buttons includint^ a text editor, calendar 

w remintier. phone book with dial and more! 

UNLlMrrKl) [^loLjrammable birtttins! 

Huitons can be assii^netl lo any a[:>]:ilication on a lloppy. haixl dri\x\ or 

network! 

Launches multiple protiranis as last as you can click - my lor\^er 

do you have lo wait for" application lo load! 

I'ree updates to all rv^istei'etl users - I'irst major up^i»rade is also iVee! 




MrBackup Professional 

Outstanding value at $54,95 

MrBackup is the first full featured backup system for the 
Amiga utili:cing the full potential of the Amiga! With over 60 
ARcxx'^^ commands, MrBackup gives the user the power to 
reach beyond standard backup capabilities! The first full 
featured hard drive back up system with built in tape drive 
capabilities. 

Will hack up to lloppy or SCSI streaming tape - tested with 

Commodoi'e's A2()91, 

t'lrll AKexx^^' integration - Over 60 Lisable Ci)mmands! 

fiilizes the option to use standard Amii^aDOS Ibr'niats or our 

own Fa St DOS format! 

Has lull built in hie compression to sas e disk space - 

I'ser selectable! 

L'ses Ami^qaDos intuition for lull compalibiltiy and ease of use! 

Iser can back u[:> their system to four lloppy drives! 

System ts compatible with \'ersions L3 aiTcl 2.0 Amiiru operatinii 

systems! 



Memory Challenge Series 1 

Now only $39,95 

Memor\* Challenge is a new educational system for children ages 3 
and up which helps teach memory' retention and memory^ 
recognition! Allows for the use of our supplementary' data disks. It 
also allows parents to configure and enhance the program for 
their child's specific needs! 

l'!asy to use point ancl click system - e\en the haril tlrive install is built in! 

Mas many different possible combir^ations for [>layabilily! 

Ihe hr'st part of the system has children match the blocks by sit^ht, 

soernd arid sha[>c. 

The second [:>arl t)f the system lets the cliildren pu\ loiicther the j:)ieces of 

a picture just like a puzzle! 

( las a built in help system in cirse the clrild j^ets stuck puttini; ['Jieces 

to*4ether! 

Allows ]ia relets to Lrdd their ou n speci;rl winnii\u UTessa^ues and standarxl 

IKK pictures! 



Brigade! 



Great price of $44.95 



A new revolution in gaming software for the Amiga! Most 
war games work on a turn by txirn basis. Brigade brings 
you antither step forward in quality by implementing real 
time action! Brigade offers excitement not found in other 
war game simidators. If you do not pay attention, you may 
lose the battle. You may take a break, but the computer 
does not. As you issue orders to units, the enemy may be 
bombarding! 

Real -lime Liame play — The action never stops! 

liirik in scenario/campaign editor — create your own vehicles, 
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Full control over units, their t)rders, and missions! 
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Electronic Color Splitter 

An inexpensive way to grab quality images off video sources 



by Greg Epiey 



MicroSearch, Inc. has added a new 
product to their video line. Actually the 
product isn't entirely new, but is a reengi- 
neered version of a former SunRize Indus- 
tries product. MicroSearch has taken the 
product and made it better (and raised the 
price a bit). If you have Digi-View or any 
similar video digitizer, and are looking 
for an inexpensive way to grab quality 
images off video sources such as VCRs or 
laserdisc players, the Electronic Color 
Splitter may be just what you're looking 
for. 

This is not strictly a review of the 
Splitter product, hi this article 1 also in- 
clude some simple hookup instructions 
for the Splitter and tips on using the Split- 
ter to achieve the best results with the 
Digi-View digitizer. 

The Splitter is not a video digitizer 
and it is not a framegrabber. You must 
own or purchase a video digitizer, and the 
image you are going to digitize from your 
video source must not move. For video- 
tape sources, you need a very stable "freeze 



frame" which requires a 3- or 4-head VCR. 
1 recommend a 4-head but you might be 
able to get by with 3; just make sure it has 
a very stable freeze frame. As far as the 
digitizer, 1 use and highly recommend 
NewTek's Digi-View digitizer. 

WHAT YOU GET 

The Electronic Color Splitter is en- 
closed in a small metal box (4.5"W x 1 ,5*'H 
X 4.5"D). It takes the place of the color 
\vheel normally used \vath a video digi- 
tizer and camera. You must supply a video 
signal from a VCR or some other stable 
video source in place of the camera. You 
also need a video digitizer such as Digi- 
View, The front of the unit has a single 
toggle switch for selecting the red, green, 
or blue portion of the video signal, and 
t^vo knobs which control hue (color ad- 
justment) and saturation (relative amount 
of color to brightness). On the back are 
RCA video inputs for chroma (color) and 
luma (brightness), an RCA \'ideo output 
which goes to your digitizer, a 9-pin auto 




connector whose use^ve'll cover later, and 
a powder connector. 

The Splitter draws its power from an 
included 15V DC power supply. The only 
problem I have with this is it's one of those 
AC'DC wall-type transformers. If you use 
power strips to handle your equipment 
like I do, you'll soon find that you can't 
plug t\vo of those wall- transformers in 
beside one another, and further, one often 
blocks a usable outlet. Manufacturers 
should either do away with them and use 
a hard- wired plug with the transformer in 
the equipment or make power strips with 
more space between the outlets. My unit 
also included a small "dummv" RCA con- 
nector plug which we'll discuss later. The 
only instructions i could find was a sheet 
wrapped around the box, and it tells you 
very little. So my first experience with the 
Splitter involved a lot of trial and error. 
Still, this alone isn't reason enough to 
avoid the product, as you're about to see. 

VIDEO STANDARDS, 
TERMINOLOGY, AND RESULTS 

Before we look further at the Splitter 
we need to discuss video standards, cover 
a little terminology, and explain why you 
get the results you do when digitizing 
from video sources (even with the most 
expensive equipment). 

First, to simplify things, I'm only go- 
ing to talk about video standards common 
in the United States. After all, this is an 
article about the Splitter, not about every 
video standard in use throughout the 
world. 

There are currently two common 
video standards in use in the United States; 
NTSC or "composite" video and S-Video, 
Both carry the same information in differ- 
ent w^ays, and it's these differences that 
make one better than the other. Both carry 
chroma (color) and luma (brightness) in- 
formation (or signals). NTSC video com- 
bines the color and brightness signals, and 
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sometimes one signal tends to ''bleed" 
into the other. This signal cross- interfer- 
ence is OK for viewing images but is less 
desirable for other uses. S-Video, on the 
other hand, keeps the color and bright- 
ness signals separated, and provides a 
perfect video signal suitable for other uses. 
You may see the color and brightness 
signals referred to as "Y/C" signals; "Y" 
represents a combina tion of the lu mi nance 
and sync (luma or brightness, and syn- 
chronization) signals and ''C represents 
the chroma (color) signal. VHS VCR's use 
NTSC video; S-VHS VCR's use S-Video. 
Tliere are other video or tape formats that 
use S- Video, or a variation of it, but I 
prefer to focus on the more common con- 
sumer formats. 

Now let's talk about video resolu- 
tion. Resolution is simply the amount of 
video information which can be displaved 
at one time. Resolution is usually speci- 
fied by the number of lines which can be 
displayed, or by the number of "pixels" 
per inch (or square inch). Pixels are "pic- 
ture elements'' or the little dots that make 
up a video display; a ''pixel" is a single 
dot. If you have been using an Amiga for 
some time you are probably familiar wath 
another means of specifying resolution; 
the number of horizontal pixels by the 
number of vertical pixels, as in 640 x 400 or 
352 X 480. There are about 70 pixels per 
inch displayed in the Amiga's hi-res 640 x 
400 mode. A standard color television set 
can d ispl ay about 40 pi xels per inch . My 4- 
head VHS VCR can display about 35 pix- 
els per inch. 5-VHS VCR's offer some- 
where near 50 pixels per inch or better. 
The black-and-white Panasonic camera 
recommended for use with Digi-View of- 
fers about 600 lines of resolution. The 
theoretical maximum on the Amiga is 
about 540, A standard NTSC video source 
offers 525 lines but the resolution isn't 
really that good from the standpoint of a 
video digitizer. A single NTSC video frame 
(or display) is made up of 525 lines every 
1 /60th of a second. During the first 1 /30th 
of that 1 /60th, the first field of 262.5 lines 
is displayed with gaps every other line; 
during the second 1 /30th of that 1 /60th, 
the second field of 262.5 lines is "inter- 
laced" or used to fill in the gaps left by the 
first field. Those 262.5 lines are what your 
video digitizer sees. The only way around 
that is a more expensive product which 



can capture both fields and combine them 
into one picture w'itli 525 lines. So for 
purposes of digitizing off VCR's and 
laserdisc players that offer NTSC video, 
the resolution is about 262 lines. Now you 
can begin to see why images captured 
with the Panasonic camera (600 lines) look 
so much better than images captured of fa 
VCR (262 lines) . Yes, there are other things 



about as good whether you use a 320 pixel 
Amiga mode or a 640 pixel Amiga mode. 
You still only see about 35 pixels per inch 
in either mode; they will be smaller in 320 
mode and a bit fatter in 640 mode. The 
Amiga mode you choose to use depends 
on the resolution of your video source and 
on what you are going to do mth the final 
digitized image. Likewise, don't expect 
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that cause differences in final image qual- 
ity, but those are beyond the scope of this 
article. 

Now let's try to figure out what all 
those numbers really mean. VVell^ obvi- 
ously the higher the resolution the better 
your image quality will be. So it's impor- 
tant to get the best resolution you can. The 
number of colors used in the image is also 
important. NTSC looks as good as it does 
because it uses millions of colors and you 
usually view images from NTSC video 
sources at some distance. Your eyes blend 
those millions of colors into "apparently" 
detailed images. S- Video also uses mil- 
lions of colors but it also offers higher 
resolution. NTSC images have ''appar- 
ent" detail or sharpness; S- Video images 
have "truer" detail or sharpness. The im- 
age your digitizer gets when you grab an 
image off any video source is dependent 
on the resolution offered by that source 
and the number of colors used in render- 
ing the final image. If you digitize an 
image off a VHS VCR (about 35 pixels per 
inch), the image you end up with will look 



images on a standard Amiga, with an 
inexpensive digitizer (4,096 colors maxi- 
mum displayed), to look as good as those 
on an Amiga with a 24-bit framegrabber 
or display board (16 million colors dis- 
played). 

HOOKING IT UP 

Figure One illustrates NTSC/Com- 
posite and S- Video hookups for the SpHt- 
ter. The Splitter has both chroma (color) 
and luma (brightness) inputs for handling 
the increasingly popular S- Video standard, 
I'm sureyouTl getsome great images with 
it since S-VHS offers a better resolution 
over VHS. 

For NTSC, you should only use cables 
specifically labelled '75 ohm" to connect 
your video source to the SpHtter and the 
Spli t ter to your digitizer. For S- Video, you 
don't have to use 75-ohm cables since the 
signals are fed separately, although I 
would recommend using the best cables 
you can find. Audio /video cable is not 
alw^ays true 75-ohm cable. Look for the 
cable rating on the packaging; if vou can't 
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find it, and don't feel absolutely certain 
that it is true 75-ohm cable, then please 
don' t buy it! Keep your cable runs as short 
as possible; 3 feet is preferable; any more 
and you are risking signal loss or interfer- 
ence with anything less than S- Video. 1 
strongly suggest vou avoid F-RCA adapt- 
ers for standard 75-ohm cables. That's a 
messy connection and might introduce 
some interference. If you want to make 
your own cables, go ahead, but 1 think it's 
cheaper to buy them alread v made. Try to 
find cables in a discount department or 
wholesale store rather than a retail store. 
You'll save yourself some mone)^ and the 
cables are generally just as good (some- 
times better). If you happen to run into a 
streak of bad luck like 1 did, where every- 
body seems to be out of just what you 
need, you may have no choice but a retail 
store such as Radio Shack. In that case 1 
recommend Radio Shack's #15-1518. This 
is a 3-foot, 75-ohm coaxial audio /video 
cable with gold-plated RCA connectors 
on each end. You will need at least two for 
NTSC hookup and possibly more for S- 
Video. Most S-Video equipment either 
has a special S-VHS connector or chroma/ 
luma outputs. The special S-VHS connec- 
tor is impossible to find so you'll probably 
have to order a cable from the manufac- 
turer of your equipment; just make sure it 
terminates in separate chroma and luma 
plugs on one end (for the Splitter). From 
what I've read, more manufactLirers are 
using RCA or BXC chroma / luma ou tputs 
on their equipment instead of the special 
S-VHS connector. If you're buying S- Video 
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equipment look for RCA connectors; 
they're much easier to buy for. You might 
also try the S-View cable from Software 
Sensations; this is an 8-foot S-Video cable 
which can be used with many Amiga S- 
Video compatible products. I haven't seen 
an S- View cable so I don' t know what kind 
of connectors it has. 

Make su re you have your video source 
on and ha\'e power applied to the Splitter 
before starting up your digitizing soft- 
ware. Othervvdseyou may experience some 
video synchronization problems. The 
Splitter doesn't have an on/off switch so 
you'll have to unplug the wall transformer 
to turn it off. You don't need to leave the 
Splitter turned on to use your Amiga^ or to 
use your digitizer if you disconnect it 
from the Splitter. 
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Circle 1 12 on Reader Service card. 

For NTSC (or composite) video 
sources just connect the single 75~ohm 
RCA cable from your video source to the 
luma input on the Splitter. Here's where 
that "dummy" plug I mentioned earHer 
comes into play. Keep in mind this only 
applies to NTSC video sources. I have 
found, through much experimentation, 
that images generally come out clearer, 
sharper, and comparable in color and 
brightness to the original, if you put the 
Mummy" plug in the chroma input on the 
Splitter. Remember, the plug is only nec- 
essary if you are digitizing off NTSC video 
sources; S-Video sources should provide 
both chroma and luma outputs and you 
should use both with the Splitter. Why do 
you need the plug ^vith NTSC video? All 
I know is that when I digitize images from 
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Circle 144 on Reader Service card. 

an NTSC source they look "washed out" 
without the plug. The hue and saturation 
controls on the Splitter let you eliminate 
some of this "washed out" look; ho\vever, 
I prefer to leave these controls in their 
central positions. I've also found that I 
can't simply substitute another "dummy" 
plug of my own. All I do know is that it 
works and I get good images consistently. 

GREAT OUTPUT 

You may find, as I did, that images 
digitized in any of the Amiga's overscan 
modes exhibit a horizontal band of inter- 
ference about 12-15 pixels high across the 
very top of your picture. Since this band 
doesn't show up when displaying these 
images with software that properly 
handles o\'erscan, it's not a serious prob- 
lem. 1 bypassed the Splitter and found no 
change. I didn't have another stable video 
source to try with the Splitter, so the band 
may have something to do w^ith the verti- 
cal adjustment in the video source. 

SOME HINTS FOR DIGI-VIEW 
OWNERS 

Your digitizer's software controls 
may vary, but I can offer some tips for 
Digi-View owners. The "camera" re- 
quester has selections you will probably 
find yourself using quite often. The "posi- 
tion" slider can be used to make slight 
adjustments so that the picture you pick 
up looks approximately the same as the 
one from your video source. 1 monitor my 
VCR's output on a television set and use 
some objects near the edges of the picture 
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as guides for the image on my monitor 
from the digitizer; just keep making red 
passes until you get it right. Incidentally/ 
this brings up a point about using your 
VCR as a video source. Most VCR's will 
only stay in pause (freeze frame) for 5 
minutes to prevent damage to the tape or 
tlie VCR heads. Tliat means you must 
^vork quickly. Even working as rapidly as 
possible, I find it impossible to grab a 
Dynamic hi-res 704 x 480 color image from 
my VCR due to tlie 5 minute time limit. 
Vertical "position" adjustments have very 
little effect; horizontal adjustments are 
clearly evident. If you notice a fuzzy ver- 
tical area in your image when making 
your red pass, you can use the "tracking" 
slider to get rid of it; experience seems to 
be the best way to deal with it. Make sure 
that you liave any tracking controls on 
your video source properly adjusted first. 
You will want to use the "Slow /Co lor 
Camera" capture mode for your final im- 
ages although, just as with the Panasonic 
camera, you may find that "normal scan" 
works fine sometimes, and some digitiz- 
ing modes won't let you use the slow scan. 

1 currently digitize exclusively off tape 
from a 4-head VCR video source. The tips 
below are for VCR's but some apply to 
camcorders as well. Anything 1 can get on 
tape can be digitized with good results 
provided a few precautions are taken: 

(1) Make sure the video heads of 
your machine are clean. Scotch, for one, 
markets an inexpensive cleaning tape tliat 
lasts for 20 years of normal cleaning. 



(2) Pre-recorded movies or other 
store-bought videos are mass duplicated 
and may contain some anti-copying 
scheme. Kot the best choice for material if 
you can record the part you need off a 
cable movie channel or use a laserdisc of 
the pre-recorded material. 

(3) Stick with one brand of tape. I 
use the inexpensive Scotch EG brand. You 
do not need those so-called "premium" or 
"top grade" tapes, and in buying them, 
you are only wasting your money (see the 
report on "Video Tapes" in the September 
1990 issue of Cousuiner Reports}. The main 
thing is to stick to one brand of tape. 

(4) Record material in the two-hour 
SP mode, preferably on a new tape or one 
that hasn't been used repeatedly. 
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Circle 186 on Reader Service card. 

(5) Tracking adjustment is critical to 
good VCR digitizing. The following 
tracking adjustment w^orks on 4-head 
VCRs that have a double-speed play and 
separate tracking controls for both the 
VCR and slow-motion. Most 4-head VCRs 
have these controls but may refer to them 
differently. In double-speed (sometimes 
called x2) play mode, adjust the VCR 
tracking so there is very little or no distor- 
tion in the picture. Now go to slou^-mo- 
tion play and adjust the slow-motion 
tracking control till you just begin to see 
distortion at the top of the picture, then 
adjust it in steps till you just begin to see 
distortion at the bottom of the picture, 
keeping count of the number of steps. 
Divide that number in half and adjust the 
slow-motion tracking up in that number 



of steps. Make sure you keep count of the 
number of adjustment steps required be- 
tween distortion at the top of the picture 
and distortion at the bottom of the picture. 
Halving this and adjusting back towards 
the middle gets as close as possible to the 
same tracking set when the tape was origi- 
nally recorded. 

6, Keep tapes wound to tl^e end, and 
rewind them to the beginning before us- 
ing. This resets the tape tension and pre- 
vents tape breakage. Periodically you 
should rewind and forward your tapes to 
eliminate the possible matting of the cas- 
sette. Store tapes upright, never on their 
side, and always in a case. These sugges- 
tions should keep your materia! in good 
condition for several years should you 
want to use it again later. Sometimes you'll 
follow every one of the above steps and 
still end up with poor images. This can be 
due to any number of factors: possibly a 
bad tape, possibly the weather conditions 
(humidity, temperature, etc.), possibly a 
damaged part or cable, or possibly some 
interference introduced when you re- 
corded the material on tape. Also you 
must remember that images with fine de- 
tail, which look great moving on your 
television screen, may not look as good 
standing still on your Amiga's monitor. In 
most circumstances you are seeing the 
lower resolution of your video source 
close-up with fewer colors than normal. 

You may be wondering what that 9- 
pin connector on the back of the Splitter is 
for. MicroSearch sells a separate product 
called the Digitize Auto Cable which con- 
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ANIMATION PROGRAMS AND REALIZE 

THE FULL pen EST I AL OF YOUR 

AMIGA: 

ACHIEVE PROEE„SSlONAL RESULTS 
USING THE KEY TECHNIQLllS NOT 
EVEN COVERED IN THE MANUAL- 
SECRET SOFTWARE TIPS PREVIOUSLY 

UNMENTIONED WILL BRINfT YOUR 
DK; ITI ZI ATI ( ) N S LI(7 n T Y E A R S A H E A I) 5 

USE YOUR DIGITIZER TO MAKE 

money: all METnof>s are 

discussed in dei ail so vou can get 

siarted: 

make the most out of your 

DIGITIZING investment: 

INFO PACKED VIDEOTAPE 

FOR PROFESSIONAL 

DIGrnZINO 



ONLY $19.95 EACH 434 S 5 FOR BOTH 

PLEASE ADD S2.50 PER VIHEO FOR SHIPPINC; A HANDLING 



20 DISKS PACKED FULL OF 



VIDEO EFFECTS FOR 
UNDER $90! 



20 DISKS OF THE MOST nEAUTIFUL 

ANI^^AT IONS AND BORDERS EVER 

CREATED FOR VIDEO, ALL Ul ILIZING 

COLOR ZERO SO VOll CAN ACHIEVE 

BROADCAST ()!;aL!TY VIDEO EFFECTS. 

A\ A I cji iM{(MXi-:s K\ri(i:ssioNs as \\{v^: skk 

YOUR NFU V IDKO CAPAIULniK.S! 

TURN iiORINC; SK<;.MFNTS INTO THK MOST 

FXCrriNG VIDKOS YOU HAVE F\'FR 

produckd: 

20 DISKS to CHOOSF^ FROM. SO VOU WILL 
NKVFK \\\\V. A HARD TIME FIND INC AN 
EFFFCT'HIAT IS PFRFr:CT FOR YOUR SCENF. 
INCLUDFS IMPOR I AN'f V IDEO UTILI TIFS, AND 
RFFFRFNCE CH ARTS. If I ERE IS ALSO AN IN- 
DEP III MANUAL COVERING THE ASI*ECTS OF 
EACH AND FVFRY EFFECT! 

PLUS:A VIDEOTAPE COVERING 

ALL OF THE VIDEO EFFECTS, FREE 

\A ITH YOUR ORDER. 

'IF- YOV VSE YOlJRrWilGA WITH VIDEO, 

YOU CA;\T DO \\'ITHOVT THIS SET OF 

SOI' TW ARE! " 

(1 MEG VERSION OR 2+ MEG VERSION) 

ONLY $89.95 

PLEASE ADD $6,()fJ FOR SHIPPIN(; & HANDLING 



VISA/MC 

CHECK 

M.O.-C.O.D. 



FOR ORDERS & INFORMATION CALL: 

(213) 874-7404 

YOU CAN FAX US AT - (213) 874-9460 



OR VOU CAN SEND VOUR ORDERS TO: 

MICHAELANGELO PRODUCTIONS 

1755 EL CERRITO PLACE #403 

LOS ANGELES, CA. 90028 



ClTcle 127 on Reader Service card. 



nects between your joystick (or second) 
mouse port and the auto connector on the 
Splitter. With this hookup you can select 
the "Auto" digitize option from Digi-View 
for painless automatic digitizing. This 
would also cut do^vn on the wear and tear 
on the toggle switch on the front of the 
Splitter. The literature I received on the 
cable makes the claim that the cable will 
"cut your color digitizing time in haiP', 
The literature also says that the cable is 
"an electronic assembly" which hints that 
you can' t simply make one with your own 
9-pin cables (although for 549,95 I'm in- 
clined to try). I've seen some amazing 
progress with Amiga products but, unless 
MicroSearch has found some way to 
physically speed up your digitizers' scan 
speed, I'm skeptical of this claim. Your 
digitizing speed is ultimately tied to the 
digitizers' scan speed and not to this cable 
or the Splitter, To be fair to MicroSearch, 
this is my personal opinion, and is in no 
way intended to discourage anyone else 
from buying the cable. Frankly I'd rather 
spend theS49.95 for a good game or some- 
thing else and replace the RGB switch on 
the Splitter when it wears out. 



CONCLUSIONS 

The Electronic Color Splitter is an 
economical way to add the capability to 
digitize from a stable video source with 
the inexpensive digitizers in wide use. As 
long as true 75-ohm video cables are kept 
short for all connections the best possible 
results can be achieved. The lack of any 
instructions for hooking the unit up or 



using it is a nuisance^ as is the wall-type 
power supply. Otherwise, the unit ap- 
pears well-shielded, and delivers what 
MicroSearch promises. If you already own 
a \'ideo digitizer^ or if you're just looking 
for something to get the job done on a tight 
budget, you can't beat the price and per- 
formance of the Electronic Color Splitter. 

•AC- 



PRODUCTS MENTIONED: 




Digitize Auto Coble 

Price: $49.95 

MicroSearch, Inc. 

9896 Southwest Freeway 

Houston. TX 77074 

(713) 988-2819 

Inquiry #216 


Digi-View 

Price: $199.95 

NewTek, Inc. 

215 SE Eighth Street 

Topeka.KS 6^603 

(913)364-1146 

Inquiry #218 


Electronic Color Splitter 

Price: $149,95 

MicroSearch, Inc. 

9896 Southwest Freeway 

Houston, TX 77074 

(713)988-2819 

Inquiry #217 


S-View 

Price: $79.95 

Software Sensations 

1441 Robertson Blvd. 

Los Angeles. CA 90035 

(213) 277-8272 

Inquiry #219 
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A MAXLYC COMPL'TLXa 



(SJioTu Reports, con tin tied from page 24) 

questions on what the Amiga can do. The 
answers are pieces prepared by CBM ex- 
ecutives and third-party officials special- 
izing in different areas of the Amiga, 

VidTech representatives flew from 
Koli\ Germany to Las Vegas for COMDEX. 
They occupied one area in Commodore's 
booth to demonstrate the graphics capa- 
bilities of their new VideoMaster. 
VideoM aster is a video control box with 
genlockand RGB color spHttingincluded- 
VideoMaster includes a special effects 
generator with vertical interval switch- 
ing, dissolves, and wipes. Priced at $1295, 
VidTech believes, "VideoMaster integrates 
in a single system all the functions neces- 
sary to transform the Amiga computer 
into a fully featured multimedia worksta- 
tion without the use of the video slot." 

The Col well /General hic. paint sys- 
tem kiosk was on display, showing how 
easily the color scheme for the home of 
your dreams could be generated in any 
paint store. 

NewTek, Supra Corpora tion. Preci- 
sion Inc., XYXIS Corp, and Konyo Interna- 
tional (Golden Image) all had there own 
company booths in other parts of the exhi- 
bition. 

Also, at the Riviera, was Scan Trac, a 
new device for making handscanners 
easier to use. Scan Trac, by Technology 
EnhancementGroup, is a clear plastic track 
and holder for almost any standard hand 
scanner that will allow the user smooth 
and complete control over the scanning of 
any flat surfaced document. Priced at 
$39.95, Scan Trac is a relatively inexpen- 
sive addition to anyone's Amiga graphics 
tool list. 



Toronto, 
Canada 



Once again, The World Of Commo- 
dore Amiga in Toronto (November 30 to 
December 2) was the biggest North 
American event of the year. With a full 
curriculum of seminars and self-help clin- 
ics, as well as a schedule of special product 
demonstrations held tliroughoutthe tliree- 
day event, WOCA provided the 32,000 
attendees with a powerful exhibition. 
Dealer sales were extraordinary, with 
many items having sold out by the middle 
of the second day of the show. Commo- 
dore Business Machines established an 




on-site warehouse to keep dealers stocked 
with Amigas. It worked. One dealer sold 
72 Amigas in just the first two days. 

WOCA began with a press breakfast 
on the first day of the event. After a few 
short remarks by Commodore Canada's 
departing President, James Dionne and 
an introduction of the new President, 
James McWhinnie, the meeting was 
moved to Commodore's large exhibition 
area on the show floor. Nolan Bushnell, 
General iManager of the Consumer Prod- 
ucts Division a t CBM demonstra ted CDTV 
for the first time to a large audience. Com- 
modore Canada used WOCA to publicly 
announce and demonstrate the capabil- 
ities of CDTV. Over the next three days, 
Commodore personnel demonstrated 
CDTV and answ^ered questions from in- 
terested attendees. 

CDTV (Commodore Dynamic Total 
Vision) is an interactive multimedia player 
that combines compact disc technology 
with an Amiga in a black audio/ video 
component-style box [please see related ar- 
ticle in Ihejuhj, 1990 issue of Amazing Com- 
puting j> All input can be handled directly 



right: Lake Forest 

Logic's Macro Paint 

takes Amiga art to 

new heights. 

below: Intensity 

reflects in the faces of 

those gathered to see 

Disney's Animation 

Studio in action. 



through a specially designed remote con- 
trol. The player connects directly to a tele- 
vision set. Tom Shepherd, director of mar- 
keting at CBM Canada said, ^'CDTV is the 
next logical step in the evolution of con- 
sumer electronics. It provides capabilities 
far beyond any currently available enter- 
tainment or computer system, yet is re- 
markably simple to use. If you know how 
to change TV channels with a remote con- 
trol, you can ta ke full ad va ntage o f CDTV/' 
Mr. Shepherd, as well as a great many 
other CBM executives, spent a good deal 
of time at WOCA demonstrating CDTV 
and answering consumers' questions. 

With 35 titles promised for the prod- 
uct launch early this year [see ACs inter- 
view with Nolan Bushnell on page 96], CDTV 
will be a viable entertainment and educa- 
tional system for the coming year. 

Gold Disk demonstrated ShowMaker 
and the rest of their full line of Amiga 
products, while quietly showing a new 
software product, HyperBook, clearly 
aimed at the hypermedia and cardstack 
market for the Amiga. HyperBook is a 
hypertext product with extensive ARexx 





JANUAHY 1991 31 






ana.'mKmc^ffiii^ 



Are you the type of persol^ 
needs a really good reason to 
subscribe to a magazine? 





Only the "Amazing" AC family of 
Amiga publications gives you 3 great 
reasons to subscribe! 
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Now there are 6 great ways to join the AC family, too! Start off with a one- or two-year subscription 
to Amazing Computing, Your Original AMIGA Monthly Resource, Or, add AC's GUIDE, the best and 
most complete Amiga product and information guide in the world, with a one- or two-year AC 
SuperSub. Finally, explore all things technical with AG's TECH - check out the premiere January 
issue, or take advantage of the limited time Charter Subscription Offer! Just use one of the new 
subscription cards in this issue, or call 1-800-345-3360 with your credit card order! 



controls. HyperBook's full text format- 
ting controls include left, right, center, 
justified, spacing, and leading and can be 

used on a single letter in a paragraph. 
Extensive drawing tools have also been 
created to make designing your cards very 
easy. IFF pictures can be imported and 
manipulated for various uses including 
buttons. HyperBook promises to be a very 
nice program for the burgeoning hyperac- 
tive authoring market, and is due from 
Gold Disk in the first quarter of this yean 
Lake Forest Logic's new Macro Paint 
was available for the first time at WOCA. 



Spirit Technology announced BYTE 
'N' BACK as the "world's fastest hard 
drive backup uHlity." BYTE 'N' BACK is 
available directly from Spirit Technology 
for $69.00. 

TTR Development began shipping 
what promises to be a long list of new and 
diverse software. Workbench Manage- 
ment System V2.0, the newest update to 
their popular WMS, contains eight built- 
in applications, an unlimited amount of 
programmable buttons, quick access time, 
and full Workbench ZO compatibility for 
$49.95. 




A young 
Amiga user 
lests her 
ability at 
TTR's Memory 
Chailenge, 



This new liigh-resolution paint system is a 
real eye-catcher. At $139.95, MacroPaint's 
4096-color displays drew more than a few 
people to their booth. 

Soft- Logic announced PageStream 
V2.1. V2-0 users will automatically be 
upgraded to V2.1; however, registered 
users of PageStream versions prior to V2.0 
will be charged $75 to upgrade- 



Tom Stiepeid 
(right) of CBM 
introduces 
attendees to 
CDTV. 



For children^ TTR created the educa- 
tional game Memory Challenge which 
requires memory skills in matching 
squares to uncover a puzzle beneath. 
Memory Challenge utilizes the Amiga's 
speech capabilities to help children learn. 
Parents are encouraged to help their chil- 
dren learn by editing the reward files and 
creating their own speech statements 
($39.95). 



TTR continued with the announce- 
ment of the Teacher's Toolkit, available 
for $49.95. Teacher's Toolkit is a system 
for educators to manage time and stu- 
dents. This grade book system allows a 
teacher to make changes, keep notes, ma- 
nipulate data^ create graphs and more, 
while also providing the teacher with a 
built-in lesson planner. 

In the game department, TTR released 
Brigade, a real-time war simulation that 
does not wait for you to make your move. 
All action is taking place simultaneously 
on the board. With a built-in editor and 
other features. Brigade ($44.95) is not for 
the slow and steady strategist. TTR also 
announced a series of new BattleTech 
Battleware modules. This series of mod- 
ules allows users to create an entire uni- 
verse of new BattleTech warriors. 

TTR's most important advancement 
for Amiga users with disk drives was 
MRBackup Professional. Backups are 
permitted to floppy, hard drive, SCSI 
streaming tape, virtual file, etc. Priced at 
$54.95, MRBackup will work with your 
existing SCSI controller and most SCSI 
streaming tape drives. 

ATonce is a new PC/AT emulator 
from Talon Techno logy. Inc. that fits in the 
memory expansion slot of the Amiga 500. 
Due out this month, the ATonce board 
allows A500 users to partition hard drives 
for IBM PC use. Installation requires no 
soldering. ATonce can also be used by 
Amiga 2000 owners with the addition of a 
special adapter. At $299, ATonce may be 
the best answer some users can find for 
IBM-PC emulation. 

In the graphics area, Walt Disney 
Computer Software demonstrated ani- 
mation techniques with their new Ani- 
mation Studio. New Horizons continued 
to demonstrate the features and answer 
questions regarding their new structured 
drawing program. Graphic Designer. 

On the first night of the exposition. 
Commodore presented a special 
developers conference to keep developers 
current on the software tools now avail- 
able through CATS. Jeff Scherb and Gail 
Wellington were present to introduce the 
assembled developers to the new prod- 
ucts CBM is making available. Carolyn 
Scheppner was superb as she deftly went 
through the large amount of development 
tools she has been able to collect and dis- 
tribute through the CATS program. 

Wayne Bcyca did not attend this year's 
developers meeting as he was too busy running 
around the exhibition hall assisting everyone. 
However, Wayne insisted that we place his 
name sojneiohere in this report. It is only 
fitting: he and everyone else involved with this 
show did a superb job. — Ed, 



34 



AMAyjiso CoMFuriNa 




Companies Mentioned & The World Of Commodore Amiga Exhibitors 



Abocus 

Grand Ropids. M! 49512 

616-698-0330 

Inquiry #259 

Account-Ability 

P.O.Box 167 

NorvQl.Ont. LOPIKQ 

416-454-6544 

Inquiry ^260 

Adlva Internationa! B.V. 

Keienbergweg 95 

nOl GE Amsterdom 

lnt-»-3120 97 00 35 
Inquiry ^257 

Amigo Ceritre Scotland 

4 Hart Slreot Lane 

Edinburgh, Scolland EH 1 

3RN 

44(0)31557 4242 

Inquiry #306 

Amfwore 

3180 Stceles Ave. E, Ste. 216 

Mofkhom, OnT. L3R 4G9 

416-931-8760 

Inquiry ^261 

Applied Engineenng 

P.O. Box 5100 
Carrolton.TX 75011 

214-241-6060 

Inquiry #307 

Blue Ribbon SoundWorks 

1248 Qoirmont Road 

Suite 3D 

Atlanta GA 30030 

404-377-1514 

Inquiry #308 

Catlfornio Access 

130A Knowfes Dr. 

Los Gotos, CA 95030 

408-378^3340 

Inquiry #263 

Canada Remote Systems 

1331 CrestlQwn Dr.. #D 

Mississougo. Ont. L4W 2P9 

416-620^1439 

Inquiry #264 

Commodore Business 

Mochinos, Inc 

3470 Pharmacy Ave. 

Agincourt, Ont. M1W3G3 

416-499-4292 

Inquiry #265 

Commodore Business 

Machines, Inc 

1 200 Wiison Drive 

Wost Chmtor. PA 193S0 

416-499-4292 

Inquiry #265 

Computer St You 

5230 Dundcs St. W 

Toronto, Ont, M98 IAS 

416-231-0205 

Inquiry #267 

Computer Express 

7050A Bramolea Rd., 

Unit#13 

Mississougo, Ont. L5S 1T1 

416^672^5595 

Inquiry #268 

Computer Odyssey. Inc 
1186 Stone Church Rd. E 
Homifton. Ont. L8W 2C7 

416-574-1401 

Inquiry #269 

Computer Variobles 

1535 Boyview Ave. 

Toronto. Ont. M4G 3B5 

416-481-6307 

Inqutry #270 



Comspec Systems 

74 Wingold Ave. 

Tofonto. Ont. M6B IPS 

416-785-3553 

Inquiry #271 

Creative Micro Designs 

50 industrial Dr. 

East Long Meadow, MA 01028 

413-525^23 

Inquiry #272 

Datama^ Research Corp, 

809-77 Finch Ave. E 

Toronto, Ont. M2N 6H8 

416-250-7424 

Inquiry *273 

Digital Creations 

2865 Sunrise Boulevard, Suite 103 

Rcncho Cordova, CA 95742 

916-344-4825 

Inquiry #309 

DigitaJ Vision Software Design Group 

MHus 

N-2380 Bfumunddol, Germany 

00 47/65/4 30 19 

Inquiry #258 

Disks & Labels To Go 

Rte. 206. Eost Hompton Business Park 

Mt, Holly. W 09360 

6D9-265-1500 

inquiry #274 

Ditek Interrxjlionol 

2651 John St. 

MQrkt>am, Ont., Conada L3R 2W5 

416-479-1990 

tnquify #310 

Dr. T's Music Software, Inc. 

220 Boylston St. #306 

Boston MA, 02167 

617-244-6954 

Inquiry #311 

Electronics 2001 Ltd. 

4744 Yonge St. 

WiliowdOie. Ont. M2N 5M6 

416-229-2700 

Inquiry #275 

Electronic Zoo 

343 1 -A Bar^son Ave, 

Baltimore, MD 2 1227 

301-646-5031 

Inquiry #276 

Erm Inc. 
37 Washington St. 
Metrose, MA02176 

617-662-9363 

Inquiry #277 

Rrst Call Computer Accessories 

410 Adelaide St. W Ste. #305 

Toronto, Ont. M5V 1S8 

416-360-7628 

Inquiry #278 

Free Spirit Softwqre 

P.O. Box 128, 58 Noble St. 

Kutztown, PA 19530 

215-683-5609 

hquiry #279 

Gold Disk, Inc. 

5155 Spectrum V/oy, Unit 5 

Mtsstssouga, OnL L4W 5AI 

416-602-4000 

Inquiry #280 

Great Volley Products 

600 Clark Ave. 

Kirtg of Prussio, PA 19406 

215-337-8770 

Inquiry #281 

ICD. Inc. 

1220 Rock Street 

RockfordJL6110l 

815-968-2228 

Inqusiy #312 



Interactive Video Systems 

7245 Garden Grove Blvd., Ste. E 

Garden Grove, CA 9264 1 

714-890-7040 

Inquiry #313 

KowQi Canada Music 

6400 Shqwson Dr. 

Mississauga, Ont. L5T 1L6 

416-670-2345 

Inquiry #282 

Konyo Internationol, Inc. 

1073 North Botovio Street, Suite B 

Oronge. CA 92667 

803-356-5178 

Inquity #314 

Loke Forest Logic, Inc. 

28101 Ballard Rd., Unit 3 

Loke Forest. IL 60045 

708-816-6666 

Inquiry #283 

M.A,S,T. Memory and Storage 

Tecnnology, Inc. 

1395 Greg Street 

Sporks.NV 89431 

702*359*0444 

Inquiry #316 

Memory World 

2476 Crovden Ct. 

Bensoiem. PA 19020 

215-741-6225 

Inquiry #285 

Merit Software 

13635 Gommo Rd. 

Delias. TX 75244 

214-385-2353 

Inquiry #236 

Migroph, \rc 
200 S. 333rd St„ Ste. 220 
Federal Way. WA 98003 

206-828-4677 

Inquiry #287 

Mindv/ore International 

llODurtopSt.W. Box22158 

Borne. Ont, L4M 6R3 

705-737-5998 

Inqutry #288 

New Horizons 

206 Wild Basin Rd. 

Austin, TX 78746 

512-328-6650 

Inquiry #289 

NewTek 

215 E. 9th St, 

Topeka,KS 66603 

913-354-1146 

Inquiry #316 

North Amehcon Software Distributors 

33 AHionce Blvd., Unit 1 

Borne, Ont, L4M 51^ 

705-737-5279 

Inquiry #290 

NTC Software 

19 Passmoro Ave. #8 

Scarborough, Ont. Ml V 2R6 

416-292-9000 

Inquiry #291 

OX XI /A eg is Development 

1339 E. 28th Street 

Long Beach, CA 90606 

213-427-1227 

Inquiry #3 1 7 

Parsec, Inc. 
P.O. Box 1 1 1 
Salem, MA 01970 
617-592-1738 
Inquiry #292 

Precision Software, Inc, 

8404 Sterling St. Suite A 

Irving, TX 75063 

214-929*4888 

Inquiry #318 



Pre'spect Technics, frtc. 

1085 St. Alexandre. Ste. 500 

Montreal, PQ H2Z 1P4 

514^954-1483 

Inquiry #293 

Puisor International 

414 Mople Ave. 

Wostbury, NY 11 590 

516-997*6707 

Inquiry #294 

Seven Seos software. Inc. 

P.O.Box 1451 
Port Townsend, V/A 98368 

206-385-1956 

Inquiry #295 

Sorra OrvLin© 
P.O. Box 485 
Coorsegold, CA 93644 
209-633-3472 
Inquiry #296 

Soff-Logik Publishing Canada 

Box 206 

Whitby. Ont. LI M 531 

416-^8-1468 

Inquiry #297 

Softscape 

3044BloorSt.W 

Etobteoke. Ont. M8X 1C2 

416-233-5524 

Inquiry #298 

Spirit Techrotogy 

8345 E. Rfth PI. 
Tulsa. OK 74112 

918-834-2509 

Inquiry #299 

Supra Corporotion 

1133 Commerclol Way 

Albany, OR 97321 

800-727-3772 

Inquiry #319 

Talon Techknology. Inc, 

243 N. Highway 101. Suite 11 

Solano Beach. CA 92075 

(619)792^11 

Inquiry #322 

Techrtology Enhancement Group 

2710 N. Berkley 

Orange, CA 92665 

Inquiry #32 1 

Thomhilt Computers 

7323 Yonge St. 

Thomhilt. Ont, L3T 2B2 

416-666r2494 

Inquiry ^300 

T.T.R. DavGlopmont 
1120 Gammon Ln. 
Modison.Wl 53719 

608-277-8071 

Irvquiry #302 

Utilities Unlimited 

15KappeleCirc!eUnit#7 

Strotford.Ont. N5A51VI1 

519-271-6082 

Inqutry #303 

VidTech IntemotionoL Inc, 

2822 NW 79th Avenue 

Miami, FL 33122 

305-477-2228 

Inquiry #320 

Watt Disney Software 

270 Rexdole Blvd. 

Etobicoke.Ont. M9W1R2 

41^^743-5552 

Inquiry #304 

Xetec, Inc. 
2804 Arnold Rd. 
Salina,KS 67401 

913-827-0685 

Inquiry #305 
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Source code and executable programs included for all articles printed in Amazing Computing. 



1 



3 



4 



6 



ACV3,SandV3.9 

Gels In HulliForth Paris 1 & II: Learn how lo use Ge:s in MiiSliForth. Author: John Bushakra 

FFP & IEEE: An Exanp:e of using FFP & IEEE math routines in Modu!a-£. Author Steve Fawisiewski 

CAI: A Computer Aided hs'juCiiOn progran; wiEh editor written in AmigaBASIC. Authof; Paul CaStOnguay 

Tumblin* Totsr A cooiplete game wriiten in Assernbty language. Save ihe tailing babies in this gam$, 

Aulhor; David AsMey 

VGad : A gaCgei cdiio: that alows you lo iasiiy aeate gadgets. "Hie program then generates C code that you 

can use in your own progra^ts, Autnor; Stephen Ver^Tieulen 

Menu Ed: A menu editor that ai:ows you to easily create menus. The pfogratti then generates C code that you 
cai Lse in yOLr own programs. Autnor: Dav;d Pehrson 

Bspread: A powerful spread sheet program M'itien in AmigaBASlC. Author: Bryan Caiely 
ACV4.3andV4.4 

Fractals Part 1: An intrc€uction lo the bases of fractals with examofes in AmigaSASlC, True BASIC, and C. 
Author: Paul Castonguay 

Shared librariesi C source arxj execjsKe code that shows the use of shared libraries. Author Jofm Baez 
MultiSort: Sorting and iniertask communication in .ModiiIa-2. Auttiar: Sieve Fawiszewski 
Double Play field: Shows how to use dual playfelds in A:r.igaBASlC. Author: Robert D'Asto 
'SSI Math Pan h Programfring the &8eai math ccprocessor chip ;n C Author: Read Predmore 
Args: Pawing arguments to an AmigaBASiC program from the CLI, Author: Brian Zupke 

AC V4.5 and V4.6 

Digitized Sound: Usir^g the Audio.de^/ce to play digitized sounds :n Modu:a-2. Author: Len A. White 

'SSI Math Part II: Part II of programming the £8831 math ccprocessor chip usir>g a fractal samp^^e. 
Author: Read Pr^Tore 

At Your Request; Using the sjfstem-suppl:ed requestors from AmigaBASIC, Author: John F. Weiderhirn 
Ir^sla Sound: Topping soured from AmigaBASlC using the Wave command. Author: Greg Stringfe:iow 
MIDI Out: A MIDI program thiit you can expand upon. Wntten in C. Author; Br, Seraphim Winstow 
Diskless Compiler: Setting up a compiler environment that doesn't need floppies. Author; Chuck Raudonis 

ACV4.7andV4.8 

Fraclals Part II: Pan II on fractals and graphics on the Anniga in AmlgaBASlC and Tnje BASIC. 

Author; Paul Castonguay 

Anafog Joysticks: Tl*;e code fof using analog joystick on the Amiga. Written in C. Author: David Kinder 
C Notes: A small program to search a fila for a specific string in C. Author; Stephen Kemp 
Better String Gadgets: Ha.v to tap the pop^er of string gadget in C. Author: John Bushakra 
On Your Atert: Usir^ tne systems aier^ from ArrtigaBASlC. AuUiO'; John F. Wiederhirn 

Batch Files: Ej^ecuting batch files from AmigaSASIC, Author: Mar^ Aydellotte 
C Notes; Tre segir.-jrg of a utility program in C. Aulh.or: Stephen Kemp 

■ ACV4.9 
Memory Squares; Test your memory with this AmigaSASIC pme. Author Mike Marr:son 

I High Octane Colors: Use dithering in ArasgaBASiC to get the appearance of many more colors. 

^ Author; Robe.'l D'Asto 

Cell Animation: Using cell an'raatton in ModuJa-2, AuJhon Nicholas Cirasalla 

Improvir^g Graphics; lmp:ove the Vi^y your program looks no matter what screen it opens on. In C, 
Author: Richard Martin 

Gels In Hulti*Forth-Part 3: The third arxi final pan on using Ge!s in Forth. Author; John Bushakra 

C Notes V4.9: Look at a simple utility program in C. Author: Stephen Kemp 

1 D_Cells; A program that simulates a one-dim ensionai cellular autorrata. Author: Russell WaSlace 

Colourscope: A share^A^are program that shows different graphic des-gns. Author: Russell Wallace 

ShowlLBH: A program that displays lo-res. h -res, interlace and HAI^ IFF pictures. Author: Russell Wallace 

Labyrinth_ll: Roll playing text adventure game. Author; Russe!! Wallace 

Most: Text f.;e reader th.a; w.J display one or more files. The program will automatically format the text for you. 

Author: Russell Wallace ' 

Terminator; A virus protection program. Author; RusseSi Wallace 

ACV4,10andV4.ri 

Typing Tutor: A program written in AmigaSASIC that will help you improve your typing. Author: Mike Morrison 

Glatt's Gadgets: Us;rg gadgets in Asse"b-:y language. Author: Jeff Glari 

Function Evaluator: A program that accepts mathamaucai functiors ano evaluates them. Written in C. 

Author: Randy Finch 

Fractals: Part III: Am-gaBASiC code sht?/vs you how to save load pictures to disk. Author: Paul Castonguay 

More Requestors: Us.ng system calls in AmigaBASIC to build requestors. Author; John Wiederhirn 

Multl-Forth: implementing the ARP library from Forth. Author: Lonnie A. Watson 

Search Utility; A file search utlity wntten in C. Author: Stephen Kemp 

Fast Pics: Re-wnting tne pixel drawing routine in Assembly language for speed, Autnor: Scott Steinman 

64 Colors: Using extra-ha!f*t>rite mode in AmigaBASIC. Author: Bryan Cailey 

Fast Fractals; A fast fractal p*ogram written inC with Assembly Eanguage subroutines. 

Autnor: Hugo M, H. Lyppens 

Multitasking In Fortran; Ail the hard work is done here so you can multitask in Fortran, A-jthor; Jim Locker 
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' ACV4.12andV5.1 
Arexx Part II: 1 reformation on how to set up your own ARexx programs with examples. Author;SiiWiB:Sliif 
Leggo My LOGO: A Logo program that generates a Chnstrnas tree wth docorat^ons. Author: fcittMiMrison 
Trees and Recursion: An introduction to b nary trees ana how to use recurs on. Written in C, Author: Forest Arnold 
C Notes: A look at r//o data compressing techniques in C. Author; Stephen Kemp 
Animation? BASICally: Using cell animation with AmigaBASIC. Autr^r: Mike Morrison 
Menu Builder: A utiity id help buikJ nfieius in your own programs. Written in C. Author; Tony Preston. 
Dual Demo: Hew to use dual playfiekfs to make your own arcade games. Written tn C. Author: Thomas Eshelman. 

Scanning the Screen: Pat four in the Sradals series. Tnis arfcie covers drawing to the screen. In AmigaBASIC and True 

BASIC. Author Paul Castor^i^y. 

C Notes: Recursive functions in C. Author: Stephen Kemp, 

AC V5.2 and V5.3 

Dynamic Memory!: Flexible suing gadget requester using dynamic memory allocation. Author: Randy Finch. 

Call Assembly language from BASIC: Add speed to your programs with Assembly. Author: Mann F. Combs. 

Conundrum: An AmigaBASIC program ihai is a puzzie-Iike game, similar to the game Simon. Author: Dave Serger, 

Musfc Titler: Generates a tider display to accompany the audio on a VCR recording, Author Brian Zupke 

C Notes From the C Group: Writing functions that accept a varawe number of argume.its. Autha*; Stephen Kemp 

Screen Saver: A quick lemedy to prolong the life of your monitor. Author; Bryan Catley 

ACV5.4andV5.5 

Bridging The 33" Chasm: leaking Amiga 3.5" dhves compatible wth IBM 3.5' drives, AuEh-or: Karl D. Bslsom. 

Ham Bone: A neat program thai iilusuat^s programming in HAM mode. Author: Robert D'Asto. 

Handling Gadget and Mouse IntulEvents: Wore gadgets :n AssemtDiy language. Aut^.or: Jeff Clai 

Super Bitmaps :n BASIC: Holding a graphics display larger than the monitor screen. Author: Jason Cahill 

Rounding OH Your Numbers: Programming routes to maJte rounding your numbers a little easier. 
Autfer: Sedgwic< Simons 

Mouse Gadgets; Faster BASIC mouse nput. Author: Michael Fahrion 

Print Utiltty: A hDme';tace prinE utlijy. with same extra added features. Author: Brian Z^o-;e 

Bio-feedbacK Lis detector Device: SuiSd your own i;e dete-ctor Cevxe. Autho' John l5\',re. 

Do It By Remote: Build an Amiga -ope rated remote controller for your home. Author: And.'e Theberge 

AC V5.6 and V5.7 

Convergence: Fan five of the Fractal series. Author; Paul Castonguay 

Amiga Turtle Graphics: Computer graphics and programming with a lOGO-lite graphics system. 

A:j; he r : Dy ian M nNIa" e e 

C Notes: Doing linked list and doubty linked lists in C. Author; Stephen Kemp 

Tree Traversal & Tree Search; Two common nr.ethods for faversing trees. Author: Forest V/, Arnold 

Eitceptlonal Conduct; A quld( response to user requests. acJiieved through efficient program logic. 

Author: Ma^k Cashman, 

Getting to the Point: Custom Intuition poinlers in AmigaBASIC. Author: Robert D'Asto 

Crunchy Frog II: Adcng windovra and other odds and ends. Author; Jim Fore 

Synchro nicily: R^ghtand left brain lateralization. Author; John lovine 

C Notes From the C Group: OoubJy Itrftgd Itets revisited, Autno:; Stephen Kemp 

Poor Man's Spreadsheet; A simple spreadsheet program that demonstrates manipulating arrays. 
Author; Gerrjf L, Penrose. 
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ACV5.8,V5.9andAC V5.10 

Fully Utilizing the 6&881 Math Coprocessor Part III: Timings and Turbo_Pixel Function, Author: Read Predmore. 
C Notes From the C Group 5.8 & 11 D: Fjnctons supporting doubly l.r.ked I^sts. and a orograT th^t wil examine an 
a.'chjve file and renove any f.:es that nave been extracted. Author: Stepher^ Kemp 

Time Oull: Accessing the Amiga's system timer device via Modula-2. Author: Mark Cashman 

Stock-Portforio; A program to organize and track investments, mus c li&'aries. mailing lists, etc. in AmicaBASIC. 
Author: G. L. Penrose. 

CygCC: An ARexx pfogramming lulorial. Author: Duncan Thomson. 

Programming In C on a Floppy System: Beg^n to develop programs n C with just one megabyte of RAM 

Author: Pau! M.iier. ^ i 

Koch Flakes; Using theprepfocessor to organize your programming. Author; Paul Castonguay 

Audlotllusfon: Experience an amazing audio illusion generated on the Amiga in Bench-mark Modufa-2. 

Autnor Cra^g Zupke 

Pictures; IFF picfj-es from past Amazing Computing issues. 

ACV5.11,V5,12&V6.1 

Keyboard Input In Assembly: Fourth in a series of Assembly 68000 programming tutorials. Author: Jeff Glatt. 

A Shared Library for Matrix Manipulations: Cfeatr;g a sha^-ed i:b:a.7 can be easy. Author; Rar^y Finch, 

C Notes From The C Group: A discussion on cryptography. Autfio?: Stephen Kemp 

ZoomBox: Attaches a zoom box to an Intui Jon wndow and sIIca'S th.e user to toggie the window's size and 
its position, AuL*;or: John Leonard 



For PD5 orders, please use form on page 95, Visa and MasterCard available. 
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by John Stciner 



CORRESPONDENCE FROM readers 
this month includes several EMail letters. 
George Kerber of Aurora, Colorado writes 
in regards to problems he has been having 
with Lake Forest Logic's Disk Mechanic. 
Specifically, he is having problems with 
the TuneUp program, a disk 
defragmentation utility. He notes, ''All it 
seems to do to my disks is to destroy the 
structure and cause me to reformat and 
reload/' Mr Kerber adds that he wrote 
two letters which were never answered. 
After calling numerous times. Lake Forest 
Logic sent him two upgrades, but the 
program still doesn't work properly. If 
you have Disk Mechanic and use the 
TuneUp program successfully, please let 
me know what you are doing to make it 
work for you. V\\ pass the information 
along to Mr. Kerber. 

BRAD SCHENCK, AN ARTIST of some 
renown who works extensively \vith 
Amiga graphics and animation, has re- 
quested that I mention the fourth annual 
Bit.Mo\^ie computer graphics festival and 
animation contest, to be held in Italy. The 
entry deadline is in March and the contest 
is open to all. Last year, Mr. Schenck be- 
lieves he was the only American entrant 
and he writes that they would like to have 
more American artists participate this year. 
You may find out more about the contest 
by contacting Adriatic Coast Amiga Users' 
Clulh cjo Carlo Mainardi, via Bologna, u.l3, 
47036 Riccione, Italy, telefax (0541) 601962. 



LELAND HOSFORD writes of some 
problems with PageStream 2.0. He can 
replicate one of the problems by following 
a specific sequence of operations as fol- 
lows; open PageStream 2.0, select "new" 
from the "files" menu, create an 8-1 /2" x 
11" document, select "snap to grid" from 
the "layout" menu, select "show 200%" 
from the "view" menu, select the "col- 
umn" gadget and create a column 1/4" 
high X 2" wide, select the "texf gadget 
and enter "a string of text", use <right 
amiga>-A to "select all", select "fonts/ 
points" from the "style" menu, and change 
the font to CS Triumvirate-Normal-18. 

I passed along the information to Soft 
Logik via one of their beta testers. If you 
can either help with this problem or if you 
cannot duplicate the problem with the 
above sequence, drop me a line, and Til 
pass the information along. 

TOM DAIGON WRITES via 
CompuServe EMail about a problem he is 
having with MusicX version 1.1. Accord- 
ing to Mr. Daigon, 'The problem is the 
new version's inabilit)^ to transmit sysex 
info to my sound module. Music-X 1 .0 has 
no problem doing this function/' He adds, 
"Sysex is a way to store info that describes 
the instruments and their many settings 
within a track in the sequencer. When the 
MIDI composition is played back to the 
sound module, the sysex automatically 
reminds the synthesizer or sample player 
what instruments to use and how to con- 



figure them. I can boot up version 1 .0 and 
it works like a charm, but not 1 T ." He goes 
on to say that Micro illusions is aware of 
the problem, and has sent him an interim 
upgrade. He comments however, that the 
bug still hasn't been fixed. If you have 
found any workarounds or have a solu- 
tion to this problem, please let me know. 

LAST MONTH I REPORTED on "prob- 
lems" with Amiga Vision and overscanned 
screens under VVorkbench 2.0. As it turns 
out, there was no problem. I have sev^eral 
Amiga Vis ion applications that use 
overscanned screens which run properly 
under Workbench 1.3, yet when run un- 
der Workbench 2.0, the display gets cut 
off. The problem in this case was simply 
my misu nderstand ing of how Workbench 
2.0 handles overscan. It turns out that you 
must set the maximum overscan height 
and width from one of the Preferences 
gadgets and, on the A3000 I have been 
using, it had never been set large enough 
to display an entire overscanned screen. 
Once 1 discovered and corrected this, 
Amiga Vision displayed fully overscanned 
screens. 

While on the topic of Workbench 2.0, 
Amiga 3000 dealers have received an up- 
grade. The single-disk upgrade is VVork- 
bench version 2.02, and includes an install 
script that makes installation of the up- 
grade rather painless. The upgrade ar- 
rived with a letter authorizing dealers to 
provide a no-charge upgrade to A3000 
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j"wE STOCK connectors"* 

Id-subs 

|9-15.19-23-25-37 

I 
I 
I 
I 



DINS 
3-4-5-6-7-8-13-14 

MINI DINS 
3-4-5-6-7-8-9 

Many other styles also in stock 
Readv made and Custom cables 



I Svdteli l)oxc5. Fans. Spray Chemicals 



IC Sockets, Gender Changcrii, & more... 



I CALL OR WR ITK FOR FULL CATALOG 

I BENETECH ELECTRONIC SUPPLY 
1655 "B ' mCKORV DR. 
HOLTOM CIT\% TX 76117 



I 
I 
I 



1-800-783-8703 



Circle 106 on Reader Service card. 



owners \vho request it. Dealers are autho- 
rized to charge only a modest fee to cover 
the cost of any diskettes they provide. 
Contwodorc Busiiiess Machines, 1200 Wilson 
Drive, West Chester, PA 193S0, (215) 431- 
9100, Inquiv}/ ^200 

A NOTICE LEFT ON People Link advises 
Power Pinball users that there is an up- 
grade available to registered owners. If 
you are having problems with bumpers 
vanishing during editing or after creating 
events with new lights, you should get the 
upgrade. There is no charge for the up- 
grade if you send KarmaSoft the original 
Power Pinball game disk along with a 
note containing your request for the up- 
grade and your return address. KarmaSoft, 
P.O. Box 1 034, Gohicn,CO S0402J303) 277- 
1241. luqiiir}/ ^201 

MICROBOTICS HAS RELEASED ver- 
sion 1.9 of the driver for its high-speed 
Ha rd Fra me SCSI i n ter f ace . The new d river 
provides improved reliability, greater 
compatibility with a wider selection of 
SCSI hard drives, and Workbench 2.0 
compatibility. Also included is improved 
support for removable media such as the 
Syquest drives. Owners of removable 
drives can run a new background utility 
called DCH ANGE and platter change ac- 
tivity will automatically be sensed. The 
driver is shipped on an EPROM chip ready 
for installation on the Hard Fra me circuit 
board. A new graphical interface is found 
on the improved RDPrep utility. Upgrades 
are available for $49.00 plus' $2.00 ship- 



ping and handling ($12.00 shipping out- 
side North America). Mark the outside of 
your envelope Attn: FlardFrame Driver 
1.9. MicroBotics, Inc., 1251 American Park- 
way, Richardson, TX 75081, (2U) 437^5330. 
Inquiry #202 

QU ARTERBACKTOOLS from Central 
Coast Software is now shipping- This 
program provides several disk optimizing 
and troubleshooting utilities. Owners of 
version 1.0 have been asked to contact 
Central Coast Software via a special 
bulletin board number so that they may 
download the latest version oi the 
soft^vare, version 1.2A. You may use any 
modem speed up to 19.2 Kilobaud when 
connecting. When you connect, leave a 
message for the sysop requesting a tools 
conference. In your message, be sure to 
mention your serial number. If the sysop 
is available, he will authorize the 
download immediately; otherwise, he will 
authorize your dowTiload as soon as he 
becomes available. If you don't have a 
modem available, call Central Coast 
Software on their voice line, and they will 
pro\ide details on how you can upgrade 
your version 1.0 Quarterback Tools. 
According to Betty Chamberlain of Central 
Coast, version 1.2A is solid. The only 
known problem is that BlitzDisk, a utility 
available from another manufacturer, 
must be shut off for Quarterback Tools to 
operate properlv. Central Coast Software, 
424 Vista Avenue, Golden, CO S0401, (303) 
526-1030 (voice line), (316) 686-0$70 (BBS 
number for upgrade). Inquiry i^203 

APPLIED ENGINEERING has an- 
nounced an upgrade to the driver soft- 
ware for the AEHD (high density) Amiga 
drive. The upgrade addresses compatibil- 
ity problems associated with CrossDOS 
version 4.0, and now allows Quarterback 
version 4.2 or later to automatically eject a 
high density disk when it's filled to its 
1.52MB limit. There is also a program 
included on the upgrade disk called 
EjectKey that provides the user with a hot 
key sequence that allows disk ejection 
from the keyboard. The driver is currently 
being shipped with all AEHD drives, and 
is also VVorkbench 2.0-compatible. Ap- 
plied Engineering's upgrade policy on this 
utility is for you to contact the local dealer 
where you purchased the drive. The up- 
grade is available at no charge (except 
possibly for media, depending upon your 
dealer.) If you wish, you may order the 
dri\'er directly from Applied Engineering; 



however, they have a standard SI 5.00 
upgrade handling fee which must be in- 
cluded with your order. Applied Engi- 
neenng, Box 5100, CarroUton, TX 75011, 
(214) 241-6060, Inquiry #204 

TTR DEVELOPMENT has upgraded its 
Workbench utility, the Workbench Man- 
agement System (formerly the Time Waste 
Management System), to version 2.0. WMS 
is a utility that presents buttons on the 
Workbench screen that perform several 
different functions. Built-in functions in- 
clude a memo pad, phone book and ap- 
pointment calendar, among many others. 
The program can also show pictures, read 
text, and execute your most-often-used 
program files at the click of a mouse but- 
ton. Version 2.0 has many enhanced fea- 
tures, and is now completely user- 
configurable. You can set up several pan- 
els that contain buttons to call up your 
favorite softvv^are. The program is now 
also compatible with Workbench 2.0. The 
program upgrade is being shipped to reg- 
istered users v^^ho request it for only SI 0.00 
(to cover the cost of the new manual and 
shipping). To obtain your upgrade, send 
to TTR Development your original disk 
and your registration card (if you didn't 
already send it) with a return address and 
the SI 0.00 upgrade fee. TTR Development, 
3 120 Gammon LN, Madison, WI 53719, (608) 
277-S071Jnquiry tt205 

THE RIGHT ANSWERS GROUP has an- 
nounced an improved version oi The Di- 
rector, its presentation development lan- 
guage I see Animation Chart, pp. 55'5S,for 
features listing}. According to a press re- 
lease, the upgrade includes several new 
features and modules. The program now 
comes with a full-featured script editor, 
automatic buffer handling, and complete 
Workbench operation. There is also a new 
sound module, and the SMUS, IFF, and 
FileReq modules have been improved. 
Users of Tlie Director Version 1 can up- 
grade to the latest version for S60.00, plus 
$10.00 shipping and handling. The Right 
Answers Group, Box 3699, Torrance, CA 
90510, (213) 325-1311, Inquiry ^206 

•AC- 

If you have any loorkarounds or bugs to report, or if 
you know of any upgrades to commercial software, 
you may zvritc to lohu Steiner, c/o Amazing Com- 
puting, P.O. Box S69. Fall River, MA 027220-OS69 

...or leave EMnil to Ptdilisher ou People link or 
73075,1 735 on CompuSewe, 
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See how easy it is to create character animations! 
Why? Because it's 



jyisney- 



"'Onion skin" technology and 

THE TRADITION THAT IS DiSNEY MAKE 

The Animation Studio a classic 

character animation program- 
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top: Tweedle-dee and Tweedledum "squash and 
stretch" in one of several included Disney aninnations. 
bottom: "Onion skin" feature displays up to four frames 
simultaneously for more fluid animations. 




Eisney and its new software division have certainly 
^ made a splash in the Amiga community with The 
I Animation Studio, a package that takes a tradi- 
■ tional approach to this fascinating art form. Tradi- 
f tional in the sense that — unlike most Amiga anima- 
tion programs filled with special effects — this flexible 
program pro\ddes you with your own pencil /pen & ink studio 
for creating cartoon animations. There are even options to add 
sound effects and music! 

The package includes a separate "Getting Started" manual 
perfect for those who want to dive right in and get results fast. The 
''User's Guide" is much more detailed and even provides a short 
history of animation and the Disney approach to it. Presented are 
explanations about creating rough drafts of your characters and 
the need to constantly refine them; the manual stresses the 
importance of creating personality in characters through devel- 
opment of certain physical characteristics. 

The storyboard is described as a road map that guides the 
animation artists from scene to scene. Background art layouts and 
the importance of character emotions and expressions are also 
touched upon. There is even a brief look at the role computers 
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have had in aiding Disney artists during the creation of some of 
their memorable feature films. 

The two main pa rts of the program itself are Pencil Test and 

the Ink & Paint workshop. The two can run as one program, or can 
be run separately for 51 2K users. 

Most projects begin on the Pencil Test screen. The 
DeluxePaint-style interface is easy to get around in^ with lots of 
keyboard equivalent commands. Basic drawing commands — 
such as freehand line, dotted line, line, curve, circle, ellipse, 
rectangle, text (with Amiga font support), pick-up brush, clear, 
undo, magnif\% and zoom — are all here. There are also gadgets 
that let you copy bn.ishes to and from a buffer, delete and insert 
eels, move forward and backward through the eels, and play your 
animation. 

The Disney tradition is perhaps most evident in The Ani- 
mation Studio's "onion skin" technology- 



HAM) with user-definable eel sizes, including standard and 
severe overscan. 

Once you have created your black-and-white "pencil" ani- 
mation, you move into a section of the program called the 
"Exposure Sheet". This is the "master mind" part of the program, 
where you enter commands to control the timing of the animation 
and eel order, as well as the cueing of music and sound effects to 
come in at exact places. 

Plenty of sound effects are included and there is also 
support for ,1NSTR sound files, as well as SMUS and SONIX song 
files. Speaking of support, the ANIM file format and IFF format 
are also fully compatible with The Animation Studio, permitting 
file interchange with dozens of Amiga programs. 

The Exposure Sheet is the least glamorous part of the 
program, but also the most important. It is basically a text script 
template that triggers various events in your animation, like 
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Here, an included fuforiat animation ("Four- Legged Run") has been cleaned up and colorized in Ink & Paint 



After you draw one frame and click ahead to draw the next, 
the onion skin effect lets you see the first frame "ghosted" in light 
grey. This allows perfect accuracy when dra^ving changes from 
frame to frame. You can see up to four frames at once, in fact, and 
can even adjust the colors and intensities of the ghosted frames. 

This technology mirrors in the Amiga the method that 
Disney animators use when creating cartoons. Translucent pieces 
of paper are drawn on and flipped back and forth by the artist to 
make sure the movement is smooth and follows the intended 
direction from one frame to the next. The Disney animators draw 
the key frames and poses in the various scenes, and then pass 
them on to the "in-betweeners", who fill in all the action in 
between. The "onion-skin" technique is what sets this program 
apart from most other character animation programs. Being able 
to see one or more previous frames is essential to creating smooth, 
fluid character movements and motions. 

Fade-in commands allow you to adjust how transparent (or 
how dark) your ghosted cells are. Other commands include a 
clean-up feature to remove stray pixels (good for digitized pics), 
coordinates, copy/paste, resize brush, rotate brush, halve brush, 
double brush, wider brush, taller brush, any-size brush, and flip 
brush horizontal /vertical. Frame rate control is excellent, allow- 
ing you to set any frame rate and enforce it so an animation will 
run at a uniform speed. All resolutions are available (except 



music and sound effects. You can time the events right down to 
a specific frame; in fact, eacii line in the script represents a frame. 

Suppose you want a song to start when a certain character 
makes his/her appearance halfway through the animation. Go to 
the line representing your chosen "start" frame — say, frame 
number 100 — and type in a command such as: ISCORE 
<"score,smus"> ["instrdir"] [FADE frames] [TEMPO speed]. 

The first command (SCORE f) lets the program know it has 
to play a song starting at this frame. The score is loaded in 
beforehand so it can "hit" on the exact frame. 

Next comes the actual filename of the song, with a ,smus 
extension (.smus is a popular music format used in many music 
programs, most notably Sonix). Deluxe Music Construction Set 
also has an option on its menu to save a song (traditionally IFF 
format in that program) as a .smus-format song. 

The program 1 use the most for music work is Bars&Pipes. 
The Blue Ribbon Sound Works recently released a "Multi-Media 
Kit" add-on disk for this program which includes an accessory 
cair'SMoose". "SMoose" can convert Bars&Pipes-forma tor MI DI- 
format songs into .smus songs and save them to disk. This 
combination makes for an ideal method of creating new songs for 
your animations, or for converting existing songs to be used with 
The Animation Studio. 
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Next, the ''instrdir" directs the program where to look for 
your instrument files. "Fade'' lets you fade up your song from 
(silence) to 255 (loudest). The frame amount follo^vs "Fade'' to 
determine the length of the fade. 

"Tempo", as you might expect, controls the beats per minute, 
and is more important to a finished animation than you might 
expect. Many songs run too long to be included in an animation 
as is; but, by altering the tempo, you are able to match the length 
of the song to the length of the presentation. 

There is a "! Volume" command which lets you control the 
volume of a score, sound effect, or instrument, Basic level instru- 
ment mixing is possible with this command: keep the trumpets 
out in front (loudest), with a back-beat, well ... in the back! 

The "fade" command comes into play here as well, since 
you can indicate the number of frames over which a volume 
increase or decrease will occur. You can also use the "channel" 



off. There is also a "Stop" command to stop a current score, sound 
effect or note. 

There are numerous commands to edit your exposure 
sheet, such as copy, cut, paste, and search. "Sparse" is a command 
diat can be added into your sheet to represent blank frames. This 
is included to facilitate the slowing down of parts of the anima- 
tion. A "Print" option sends the current exposure sheet file to a 
printer. 

One of the best features of the exposure sheet screen is the 
"Preview" menu. Here you can preview any score, instrument, or 
sound effect before including it in your presentation. Pitch and 
volume control is added for altering instruments and sound 
effects. After all your commands for frame order, music, and 
sound are typed in, the sheet is then saved to disk. 

Next, it's time to move into the Ink & Paint section of the 
program. Basically, this section is the same as Pencil Test, with 





command to output to the left speaker, the right speaker, or both. 

"!SFX" stands for "sound effects", and this command may 
look something like this: !SFX ["sfx.instr"] [SPEED rate] [LOOP 
times] [CHANNEL <num/STEREO/ALL>]. 

The first bracket holds the file name of the sound effect 
along with a path, if the sound effect is not in the current directory, 
or not in the directory that the animation loaded from. 

The "Speed" rate sets the Amiga cycle rate. A lower number 
gives a higher pitched sound effect and a higher replay rate. 
"Loop" controls how many times the effect will repeat. The 
program comes with a wealth of "bangs" and "zooms", but by 
altering the pitch with various loop lengths, you can create some 
of your own "classics" on the fly. Once again, the "Channel" can 
be set to provide sound through certain speakers only, or in 
stereo. 

One of the more interesting commands of the Exposure 
Sheet is the "Note" command: INOTE ["note.instr"] [KEY value] 
[OCTAVE n] [CHANNEL <num/STEREO/ALL> [RELEASE]. 

This allows you to "play" a note of a certain instrument. The 
"Key" command sets the "value" of the note from C, C^, D^ D, 
D^ E^ E, F, F^ G^, G, G\ A^ A, A^ B^ B and the "Octave- 
command sets the octave of the selected instrument. If you don't 
want to play one note in stereo, there is an option to play t\vo notes 
simultaneously. "Release" tells the program when to cut the note 



added features like color control. Dithering allows you to create 
different variations of the existing 32 colors to produce a more 
varied palette. Color backgrounds can be loaded in "underneath" 
your animation through the Frisket requester. Complete color 
control includes all the standards such as copy, exchange, spread, 
range, cycle, cycle direction, remap, and RGB-HSV sliders. You 
can also select the amount of colors used — 2, 4, S, 16, or 32. 

Once your completed masterpiece is ready for an audience, 
you can put it on videotape using the "NTSC Filter" (genlock or 
encoder hardu^are required). This filter actually blocks out the 
illegal colors used by the Amiga (illegal colors are those outside 
the range of NTSC broadcast; they look excellent on an RGB 
monitor, but bleed and shift once transferred to composite video). 
Turning the filter on is done from the "Preferences" menu. 

Disney's Animation Studio has a lot of strong points and 
only a very few drawbacks. 

It is designed as an animator's tool, and that's exactly what 
it is. It doesn't create character animations out of thin air — that's 
up to the artist. If you are a cartoonist this program is perfect. 

If you shy away from drawing on a computer screen, you 
can easily digitize your sketches with a digitizer and bring them 
into the program to color and control. Even if you don't have a 
talent for drawing characters, there's a lot of fun to be had with the 

(continued on page 45) 
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Forensic Animation 



by Andrew Uchtman 



WITHOUT IMMEDIATE ACTION BY ONE OF THE DRIVERS, 

two cars approaching an intersection — one white, one red — will 
collide. The driver of the white car swerves quickly to the right 
while braking and, losing control of the car, runs off the road onto 
the sidewalk on the other side of the street. By the time the white 
car has come to rest the red car has already exited the intersection, 
with no apparent change in speed. 




This is the all-too-famiUar story 
of a traffic accident which could end 
up being litigated before a jury in one 
of our courts. In most such suits, jury 
members are expected to use the evi- 
dence presented to reconstruct the ac- 
cident in their imaginations, there (of 
course) being no film or videotape of 
the scene of the accident at the time it 
occurred. 

But in this particular case, the jui}^ 
might be in for a treat. Using Amiga 
computers, an animator associated 
with the Martinez, California firm of 
Creative Concepts generated a recon- 
struction of the accident which the 
members of the jury could view al- 
most as if they were bystanders at the 
intersection at the moment of the acci- 
dent. 

To the courts, however, the word 
''almost" may be the crux of whether 
the jury will be permitted to see the 
animation at all You don't have to be 
a lawyer to know that there are rules 
of evidence; the litigants can't just 
show the jury whatever they want. In 
other words, the value of forensic ani- 
mations — and the business of supply- 
ing them to lawyers — will rise or fail 
according to what the courts decide 
about the admissibility of this new 
kind of "demonstrative evidence" in 
the years ahead. 
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A MA yjsa Com I* I rixa 



As a California lawyer, I am 
qualified to give my opinion on the 
case law interpreting the rules of evi- 
dence in that state: there are no Cali- 
fornia appellate court decisions yet 
specifically deciding the admissibil- 
ity of animations (decisions below the 
appellate level cannot be cited as Cali- 
fornia authority). Apparently/ the 
situation has not progressed much 
fLU*ther nationwide. 

On the day I finalized this article 
for pubUcation 1 accessed the Lexis 
database with my office Amiga to do 
a search for appellate opinions by any 
state or federal court since 1983 in 
which the words "evidence" and 
"animation" were within 25 ^v^ords of 
each other (the first use of animations 
by lawyers is thought to have been no 
earlier than 1983). 

My computer search found four 
such opinions, only one of which — by 
a Louisiana Court of Appeal in 1 990 — 
was on the right subject; an animation 
had been put into evidence by a de- 
fendant in an automobile accident. 
The opinion noted this with appro\'al, 
but it did not really focus on any at- 
tendant evidentiary issues. 

Based on my informal survey all 
the other news appearing so far in the 
legal and computer literature nation- 
ally is also favorable. Although the 
appellate cases don't reflect it yet, 
computer reconstructions are in- 
creasingly being used to try cases and 
obtain settlements. 

This favorable report is not a 
product of enthusiasm, for the Amiga. 
That obviously was not the computer 
used in the pioneering animation of 
1 983, and as recently as February, 1 990, 
the monthly publication of California's 



DEMONSTRATIVE EVIDENCE IN CALIFORNIA 



In the absence of any cases directly 
"on point", a lawyer trying to predict the 
courts' treatment of computer reconstruc- 
tions would next turn to other legal prece- 
dents interpreting the rules of evidence; 
namely, coses discussing the admissibility 
of simiior kinds of demonstrative evidence. 
In California, for instance, there ore numer- 
ous such coses involving the recording of a 
reenactment or reconstruction of a dis- 
puted event. The evidentiary issue is whether 
the recording should be viewed by the jury. 

Examples from such case law are: a 
photograph designed to show lighting 
conditions at the scene of a crime; films of 
train crossings with either a different train 
approaching it than the one involved in the 
dispute, or with the same train but at a 
different time of day; and a film of an 
experiment in which lighted matches were 
thrown from a moving jeep to shov/ that 
they remained lighted. 

In such cases, a necessary (but not 
sufficient) condition for the admissibility of 
the photo, video, or film is a "foundational" 
showing that the portrayed facts and con- 
ditions accurately depict what actually 
ocurred. While the need for this require- 
ment is understandable, it is not always 
easy to predict how the courts will interpret it. 

Al! such recordings o^e by their nature 
only approximotions of what they recon- 
struct. There is always a risk that, on the 
opposing party's objection, a court might 
find the approximation insufficient enough 
to bar admission of the recording into evi- 
dence. Even if the court hearing the trial 
admits such a recording, the losing party 
gets another shot at throwing the evidence 
out on appeal. 

Among the cases described above, 
the appellate court disagreed with the trial 
court's admission of the evidence in the first 
case (the photos were token many months 
later than the crime and were not taken at 
the same hour of the morning) and in one 
of the train cases (the train filmed was 
orange, while the actual train was black). 
In the other train case and in the jeep cose, 
the trio! court's admission of the evidence 



survived appeal, even though the small 
courtroom distorted the sound of the train, 
the train accident occurred at night (while 
the film was shot during the day), and the 
wind and temperature conditions for the 
jeep experiment were not identicaltothose 
at The time of the actual event. 

As indicated previously, that a film, 
photo, or video passes the foundational 
test is not sufficient to assure its admissibility 
In California. The othertest most commonly 
flunked by such exhibits is that they must 
not be unduly "prejudiciar. This is taken to 
mean anything v/hich might inflame the 
jury unnecessarily. So, a photograph show- 
ing the front view of a deceased was held 
to have been improperly admitted because 
its prejudicial effect outweighed its proba- 
tive value. On the other hand, in another 
case gruesome color photos v/ere allowed 
because of their great evidentlory value. 

It is the job of attorneys to find a way to 
reconcile the results of such cases, but to 
anybody else v/ith a passing exposure to 
the courts, the suspicion must be that all of 
the legal mumbo jumbo boils down to their 
inherent unpredictability. 

L too, consider our present legal sys- 
tem to be flawed, and my five years ot 
experience with the Amiga computer have 
convinced me that one day we will find a 
way to replace the courts with something 
no less complex, perhaps, but more akin to 
what computerprogrammersface; the kind 
of complexity Vv^hich nonetheless reliably 
delivers the intended results for the person 
committed enough to learn the system. 

In the meantime, the legal profession 
clings to the fiction thot court opinions (an- 
ecdotes, really) can be studied to reveal 
the thread of a Vule' . This creates the free- 
for-all where each counsel argues for the 
existence of the rule that favors his or her 
client. 

You might consider that 1 am doing no 
differently when I propose that the objec- 
tions to demonstrative evidence upheld by 
California courts do not appearto threaten 
the admission of properly done animations. 
-A.l. 
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State Bar did not mention the Amiga any- 
where in its article called "Roger Rabbit 
Goes to Court". 

It is testimony to the ground swell of 
interest in forensic animation that so much 
has already been accomplished xoitJiout 
the Amiga. Other brands of personal com- 
puters ha\'e traditionally been chosen by 
law firms, even for graphics applications. 
No doubt due to the limitations of such 
computers, it seems to be the high-end 
equipment which has gotten all the legal 
press regarding animations. 

For instance, an article in the Califor- 
nia Law Business section of the April 25, 
T9S8, Los Angeles Daihj journal described 
three graphics arts firms doing forensic 
animation using proprietary soft^A^are on 
systems such as a BOSCH FGS-4000 Com- 
puter Editing System or an Ethernet net- 
work of two UNIX-based minicomputers. 



a Silicon Graphics Series 3000, and a Sun 
3/160. 

The failure to employ Ami gas may 
have been out of ignorance. To my knowl- 
edge^ only within the past year has news 
of courtroom use of Amigas appeared in 
national publications, and that solely 
within the Amiga community. 

So, v\dth no definitive legal precedent 
on admissibility as evidence and with the 
Amiga practically a trade secret, \vhat has 
fueled the forensic animation business? 
There a re a t lea st f ou r answers, all of which 
together indicate an imminent explosion 
of growth in this area of legal practice. 

First, of course, are all the advantages 
computers offer over the alternative of 
labor-intensive and artistically specialized 
animation techniques. A main advantage 
is price. Attorneys could not consider us- 
ing animation at Walt Disney's rates. Un- 
like some areas of the economy {including 



the legal profession itself), market forces 
are working, assuring that the less com- 
puter reconstructions cost, the more attor- 
neys will recommend them to their clients. 

The underlying reason for these 
economies represents another ad vantage: 
with 3-D animation, not only can the total 
project be done reasonably quickly by 
persons having relatively little artistic tal- 
ent, but also the bulk of the human work 
is done only once at the start, to set up all 
the data files. After that part of the project, 
the generation of computer visuals from 
any perspective within that 3-D scene can 
be very fast, offering more choices, allow- 
ing more changes, and even that litigator's 
bane, facilitating the overnight revision. 

The industrial-grade animations you 
see accompanying .this article enhances 
these advantages more than if the anima- 
tor had created the more refined product 
of which the Amiga is capable. To the 
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(Disney, continued from page 41) 

''onion skin" effect alone. It's amazing how easy it is to animate 
objects when you can "see" where they're heading. 

Tools are available in gadget form via the keyboard and 
pull-down nnenus. This is the kind of ''o verkill" that's welcome in 
any Amiga product. 

One drawback here is the lack of built-in brushes to select; 
however, you can pick up anything and draw with it. The paint 
dithering (used often in IBM paint programs to create artificial 
hues) is another welcome addition and expands the palette. 

The Exposure Sheet presents a problem of the double- 
edged sword variety. While there is no doubt that it is powerful 
and flexible, the method of typing in commands on lines makes 
the CLI look like a piece of cake! It seems wildly out of place in a 
program that is so easy, automatic, and graceful in all other areas. 

Of course, some users won't even use Exposure Sheet if all 
they want to do is create animations, but it is certainly tedious to 
work with if you have an involved project in mind. Hopefully, a 
future update will simplify and "mouse-ize" (pun intended) this 
part of the program, with perhaps an "Amiga Vision" -style file/ 
command selection. 

A Donald Duck demo and other included reference Disney 
animations hit their intended mark in providing inspiration, and 
look might}' impressive leaping around an Amiga screen. 



The program is copy protected through the manual look-up 
word technique, and easily installs on a hard drive. Overall, this 
is a first-class program which gets the user up and running fast, 
creating animations with easy-to-use techniques. 

Even with all these tools and extras, the most important 
feature of this program is not on the menu — it's in the manual. 
I've yet to see an animation program actually teach animation — 
until now. Rough sketch, movement, extremes, silhouette, arc- 
ing, squash, stretch, path of action, flying, walk, run, anticipa- 
tion — it's about time someone sat Amiga users down and taught 
them the basics of classic animation. 

We should have known it would be Disney, 

The Animation Studio 

Price: $179,96 

Walt Disney Computer Software, inc. 

600 S. Buena Vista Street 

Burbank,CA 91521 

(818)567-5360 

Inquiry #207 
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extent the sophistication of an animation 
will impede the ease of revision or even 
make it too expensive to undertake ani- 
mating in the first place, most lawsuits 
will not warrant ray tracing, much less a 
Pixar machine. 

The third reason for the in\'asion of 
the courthouse by computer reconstruc- 
tions is the jury's reception of them. It is 
no t just the u tter despa ir of ju rors tra pped 
in court all day, bored by lawyers and by 
the snail's pace of the proceedings; the 
typical juror's cultural background has 
trained him or her to focus on and absorb 
whatever is displayed in video. From the 
literature and my ow^n personal experi- 
ence, I gather there is a significant increase 
in both the communication and the reten- 
tion of information through the video me- 
dium. Judges themselves may not be im- 
mune to some of these same considera tions , 



Fourth, computer reconstructions are 
becoming popular because auto accidents 
are hardly the limit of where they can help 
lawyers. Animations have been used in 
cases involving such diverse facts as an 
airplane crash, the massive hexane explo- 
sion disaster in Louisville, Kentucky, de- 
fault on construction schedules for a 
building project, the method of operation 
of patented devices, the fire destro\dng 
nearly an entire downtown block of Min- 
neapolis, and the biology of bodily inju- 
ries or diseases. 

Like its cousin, computer-generated 
graphics, animation could also aid in case 
preparationby improving a witness' com- 
munication about w'hat happened, or giv- 
ing investigators ideas about where to 
look for additional evidence. 



As more lawyers learn about the 
availability of animation, they will come 
up with novel uses for it. After 
Westminster, California attorney John 
Cogorno viewed the Creative Concept 
animation, he considered using an anima- 
tion in a police-shooting case ulcere many 
weapons were fired at his client from dif- 
ferent locations in the space of only a few 
seconds. To make the computer recon- 
struction of the tragedy more intelligible, 
he would need to make it depart some- 
what from exact realism, such as by using 
lines to show the paths of the bullets. 

The at^imation in the Louisiana case 
mentioned earlier in this article also in- 
volved a departure from a strict recon- 
struction. A bridge entrance which actu- 
ally had no guardrails was depicted with 
them to show "what might ha\'e hap- 
pened" had they been in place. 
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rW STORE SERVICES: 

Postscript Lastf Output 

Color Printing (HP Painijet) 

Color Slides fSSmm or Polaroid) 

Cotor Scanning 300Dpi (Shafp JX-300) 

Digitizing (Digi-View) 

EquiprTient rental 

We rent genlocks, tiamegrabbers. elc... 

And more.. 



I WE ARE: 

• Commodore Aulhofized Dealer'^ 

• Commodore Authorized Service Center 

• Cornmodore Aulhorfzed Ettucational Dealer 

• Commodore Corporate and Business Center 

• Dedicated to Amiga computers and after sale 
service. 

WE OFFER: j 

' All Amiga sold by us will be serviced within 72 

hrs in shop, 
' Warranty exienston plans and service 

contracts are also available. 

• We oiler on site financing and leasing 

• We also provide on site service{part of service 
contract) and otter replacement units. 

• We offer on site training. In "9t we will have a 
dedicated classroom for training {15 to 25 
people). 

• We will also fiave our own editing suite wilh 
VTRs, TBCs. and ttie famous NEWTEK 
TOASTER lor presentation purposes. | 



2466 Jean-Talon East, Montreal, Quebec H2E1W2 



CALL NOW 
^514) 374-3614 



Circfe 154 on Reader Service card. 
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Whffe car 

opprooches 

intersection. 



The two cars are 
approaching the 
intersection. 



Red car approaches 
intersection wittiouf any 
reduction in speed for 
the red light. 



White car swerves 

to the right; 
control of the car 
is lost. Red COT 
continues on 
without any 
change in speed. 




The examples discussed here do not 
begin to exhaust what is amenable to ef- 
fective computer reconstruction. 

I further believe the lack of realism in 
animations paradoxically promotes their 
acceptance by the courts. While I cannot 
adequately defend my opinion without 
d iscu ss i ng legal ma tters bey o nd the scope 
of this magazine, the general point is that 
evidentiary problems often stem from the 
purported realism of "demonstrative evi- 
dence''. When inaccurate, that (false) real- 
ism is not welcome in the courts, natu- 
rally. You maybe surprised to iearn, how- 
ever, that even true- to-life depictions can 
be deemed too vivid to be viewed by the 
jury. 

In contrast, there seems to be less 
worry with animations because they pur- 
port to show so much less. Of course, there 



must be something of significance accu- 
rately portrayed by the animation for the 
court to permit the jury to view it. The 
beauty is how the animator might handle 
all of the other aspects of the scene. Since 
they are obviously characterizations, no- 
body is going to be misled or inflamed by 
the fact that the cars don't look real or the 
background has none of the detail of the 
actual accident site. 

Photorealism, desirable as it may be 
for technical or artistic purposes, risks 
coming across in a trial as irrelevant or, 
worse, as sensationalism. As the success- 
ful forensic medical illustrator Greg 
Swayne has acknowledged, it is best to 
show the subject with a "clinical" style, 
and "If the drama comes through after 
that, fine." 



Therefore, when the goal is to mini- 
mize the risk of rejection by the court, once 
again the industrial grade of animation is 
the way to go. 

Given these reasons for this revolu- 
tion in the way cases are being litigated, 
the potential role of the Amiga speaks for 
itself. 3-D animation technology on the 
Amiga is inexpensive and easy enough to 
use for computer reconstructions to be 
produced by law firms entirely in house. 

It may not be long before the well- 
prepared attorney will not dare go to court 
without bringing the judge and jury their 
anticipated animation. 

Above screen shots taken froiu aniwn- 
tions produced bi/ Creative Concepts, 28 Alan 
Way, Martinez, CA 94553, (415) 372-7278. 

•AC* 
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171/ D. I. Ri dm yd sou 

e are in the midst of an animation revolution. Conventional methods are giving v/ay 
to those born of computers. The ^^cef", standard of the industry for half a century, 
is now an endangered species. This is a course in Amiga animation video. It features 
professional techniques which can be used by animators of alf skill levels. 



We can't overlook the fact that the fine art of cartoon animation reached a very high level 
of development before computers entered the picture. It would be a mistake for the new- 
generation animator to overlook the many lessons learned painstakingly through trial and error 
over the years- 

One of the first American-made animated cartoons was produced in 1909 by Winsor 
McCay, a New York City newspaper cartoonist. It was about "Gertie", a dinosaur, and required 
10,000 iiidividual drawings. Gertie holds up surprisingly well today, after more than 80 years, 
which attests to the remarkable achievement it really was. 

Some of the techniques pioneered in that early project became standards in the industr}'. 
Among them, the cycle, in which a series of frames is shown o\'er and over to produce a repeated 
action. 



PART f: FUNDAMENTALS OF MOTION 

But before we get too far into techniques, let's start with the very basics. The definition of 
"animated" is ''full of movement; having the appearance of something alive." But in an 
animated film or video, nothing actually moves. The apparent motion is an illusion, created by 
a series of still, motionless pictures, each one slightly different from the previous one. It is only 
when the pictures are shown in rapid succession that we perceive the illusory motion. 




An animatton disc has 
sliding peg bars at both 
top and bottom ond a 
light underneath to 
allow the animator to 
see through several 
layers of tracing paper. 



48 AMAy^L\a COMPlTrXG 







The reason we do not see individual still frames blinking on 
and off is due to the phenomenon of "retention of vision". That is^ 
the lens of the human eye focuses each image onto the retina^ 
which retains an image for about 1 /50 of a second aj^cr the light 
from that image is cut off- This brief interval is just long enough 
for the ncx\ image to appear. In this way, the human eye sees a 
series of images presented to it in rapid succession as one continu- 
ous picture. 

The length of this retention of vision ^v as the determining 
factor when movies settled on a rate of 24 frames per second (fps). 
This is still the United States' standard; however, some parts of 
the world have altered the rate to 25 fps. 

Video, on the other hand, standardized on 30 frames per 
second, but added an unusual twist. Television images actuallv 
blink on and off at the rate of 60 times per second, but it takes t^vo 
blinks to show one full frame. First, the even-numbered scan lines 
blink on, then the odd -numbered scan lines of the same frame. 
This results in what we affectionately refer to as the "interlaced" 
screen. 

No doubt you are familiar with the flicker or vibration 
associated with interlaced images of a computer. All professional 
video and television pictures are interlaced, but live video pictures 
don't appear to flicker. Why? 

Computer images appear to flicker because their lines have 
extremely sharp edges and often extremely high contrast be- 
tween adjoining lines. So, the flicker is exaggerated. Live video 
scenes do not appear to flicker because their lines and edges are 
soft by comparison. No lens can resolve a line as sharply as a 
computer. Even when highly contrasting lines are side by side, 
the edges in an image produced by a video camera are softened 
slightly by "bleeding", or "diffused light". Not so with an image 
produced by a computer. 



lYPES 0¥ AHMAllOH 

Before the computer revolution, the motion picture indus- 
try used two main types of animation: eel and tabletop. 

CeL with one "1", is not to be confused with a biological cell 
or a jail cell. A eel is a transparent sheet of plastic with registration 
holes punched along the top or bottom. Only the characters or 
objects that move are painted on eels. Everything that does not 
move is painted on the background, generally on art board, also 
with registration holes. This way, the background can be painted 
in great detail because it is only painted once, then used throughout 
the scene. The eel or eels are laid over the background, and 
together they make up the total picture. 

Once the technique of eel anim.ation is understood, it's easy 
to do similar scenes on an Amiga using paint and pageflipping 
software. 

Tabletop animation uses 3-dimensional solid objects, gen- 
erally so small that an entire scene can be set on a table — thus the 
name. The scene is photographed one frame at a time, and the 
objects that are put in motion are moved slightly between frames. 

A person who understands tabletop animation can easily 
make the transition to 3-D solid modeling animation with an 
Amiga. However, this type of animation takes considerably more 
time and does not offer the same degree of control as eel type 
animation. Also, the equipment needed for 3-D animation is quite 
expensive. It is my experience that eel animation is much more 
practical in most types of professional video production. 

UNDERSTANDING MOTION 

Before any type of animation can be done effectively, it is 
necessary to understand how things move. This can be achieved 
largely through close observation of the world about us. We can 
study balls bouncing, tlags weaving, and even children playing. 

One thing we will notice is that when an object moves from 
point A to point B, it does not suddenly start at full speed and 
suddenly stop from full speed. If it did, then its movement could 
be broken down into frames as demonstrated in Illustration I. 
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Instead, things generally start slowly and build up to full speed- 
Then they begin slowing down before reaching the end position. 
In animation terms this is called "slow in" and "slou- out", and this 
type of movement is charted in Illustration 11. 

In relating to this, think about w'hat happens when a ball is 
tossed up^vard: it appears to pause briefly at the peak of its ascent. 
Actually, it is losing momentum on the way up, and slowing to a 
stop, it then immediately begins accelerating down ward. Gravity 
is very predictable. 

By watching children, cats, or whatever jumping up and 
down, we can learn the principles of "squash and stretch". Just 
before jumping upward, a person squashes do^vn somewhat to 
build up momentum. As he leaves the ground he is fully stretched 
out. In the air he can take any shape lie wants, but just before 
landing he again stretches out to absorb the impact, then squashes 
on landing for the same reason. This is demonstrated in Illustra- 
tion III. 

You are very well wondering, "How can a ball — an inani- 
mate object — stretch to anticipate impact?" In reality, of course, it 
can't. But we're not necessarily dealing with realit)', we're giving 
human characteristics to inanimate objects. That's what animation 
is all about. 

In reality, a hammer strikes a nail on thehead, driving it into 
the wood. In animation, a nail can see the hammer coming and run 
away and hide. And ^vho could blame it? 

Closely related are "wind up and follon^ through". Anyone 
who participates in sports understands what these are. The obvious 
example is the baseball pitcher who "winds up", throws the ball, and 
"follows through" after releasing the ball. This principal can be used 
with many cartoon actions to give them character. Before taking off 
running, a character might "wind up" by leaning in the opposite 
direction. When coming to a stop, parts of his body or clothes may 
overshoot, then return to the stopping position. In 'toon terms, this is 
a "follow through". 

The next principle to discuss is "action and reaction". You 
probably learned in science that every action has a reaction. It's easy 
to just dra\v the action and overlook the reaction, but the latter adds 
considerably to the effectiveness of a scene. For example, as a very fat 
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character walks along, his potbelly bounces up and down with each step. 
This is a reaction to the action of walking. 

If a character is hit in the stomach, chances are his hat will fly into 
the air. The hit is the action; the hat into the air is a reaction. When a cannon 
shoots^ the action is the cannonball flying into the air; the reaction is the 
recoil of the barrel. 



Zeke takes a walk. Moving background has been added. 



Don't be afraid to greatly exaggerate all movements. To be able to 
do this is one of the grea t benefits of anima tion, a nd it helps gives ca rtoons 
their unique appeal. 



EXERCISES 

Here are several exercises that will aid your understanding of the 
principles we've been talking about. They do not require artistic skills. 
Rather, they use simple lines to challenge your understanding of motion. 
They can be done using DeluxePaint III because that package combines 
both paint and pageflipping features. If you don't have DPaint III, any 
paint program will do, but you will also need some t\-pe of animation 
program. PageFlipper Plus or Cel Animator will allow you to see the 
finished project in motion. 

Your artwork can bo as simple or as complex as you choose to make 
it, I recommend starting with simple characters and objects so that greater 
results can be seen in a shorter time. And work in lo-res while practicing, 
for the same reason. 

However, and tltis is a very important point, when doing profes- 
sional work or when creating samples to show to professionals, do 
everything in high resolution. To the video professional, anything less 
than hi-res looks as though an amateur did the \vork. One possible 
exception: if more than 16 colors are essential, work in intermediate 
(interlaced) resolution and antialias all jagged lines that arc noticeable. 



EXERCISE 1-FLAG 

Draw a round dot connected to a line. Pretend that you are directly 
over a flag pole, looking downward. The dot represents the flagpole, and 
the line represents the top edge of a flag. Make a series of drawings to 
show the flag flapping in the wind. Make it into a cycle so that the action 
can run continuously. To do that, plan the, series so that the last frame 
leads into the first frame. 

This exercise may sound too elementary for you, but it's trickier 
than it appears, I have seen hundreds of students attempt this and have 
noticed one thing consistently. The people who can make this look right 
the first time have a natural eye for animation. ,A.s for the others, thev may 
have to go outside and study flags for a while. Then, try again. 
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EXERCISE 2-HAPPY FACE 

Draw a "happy faco", a round circle 
with eyes and mouth, and make it bounco up 
and do^vn like a ball- Draw one complete 
cycle and let it run continuously. Practice 
"stretch" and "squash'' at the bottom, also 
"slo^v in" and "slow out" at the top. To make 
it more interesting, give appropriate cxpres- 
sions to the face. 

EXERCISE 3-CANNON 

Draw a cannon and have it shoot a 
cnnnonball. It doesn't have to look like a real 
cannon. Cartoon cannons are acceptable. 
Here you have a choice. You can either prac- 
tice "wind up" and "follow through" or "ac- 
tion" and "reaction". If you have tiie tinne, do 
both versions and study the difference, 

EXERCISE 4-JUMP 

Draw a stick figure of a person stand- 
ing on a box. Have him jump off the box and 
onto the ground. This is not a cycle, so start 
with a "hold" on the first frame, and end with 
a "hold" on the last frame. This is easy to do 
with DeluxePaint III. Just show the first frame, 
then ^\'lien vou're ready, press kev number 5 
to go through the animation one time and 
stop on the last frame. Press the number! key 
to return to the first frame a^ain. 






If you have finished reading this lesson and have done all the 
exercises, then you have taken a major step toward improving your 
animation skills. To condnue, make up some new exercises and take the 
time to practice. And remember to have fun with it^ as you prepare for .„ 

PART II: THE WALK 

The first animated films were made by drawing every detail of each 
frame on paper. You can imagine the tremendous amount of time and 
patience this required, because most films are comprised of thousands of 
frames. 

When the eel u'as developed, it proved to be a major timesaver. The 
background could be painted just once and used throughout an entire 
scene. Only the objects or characters that moved were painted on these 
eels, which wcw then overlaid onto the background. 

It's probably easier to see how the eel process can be applied to the 
computer if we select a single scene from a script and follow it step- by- 
step to completion: 

Scene 35 — Full frame— Zeke cheerfully walks along a country 
path, left to right. 10 seconds. 

That sounds simple enough. In this case, Zeke — a slightly over- 
grou'n mouse created by Chester Taylor — will remain in the middle of the 
screen, and the background will move. 

An animator works on an animation disc which has sliding peg 
bars at both top and bottom. It also has a light underneath to allow him to 
see through several layers of tracing paper. 

Briefly, here are the steps followed by professionals doing eel 
animation on film: 

(1) Dra\v the key positions of Zeke on punched tracing paper. 

(2) Draw the in-betweens. 

(3) Shoot a pencil test of the drawings to check motion. 

(4) Paint one eel and shoot it with color film to check the colors. 

(5) Take all pencil drawings to "ink and paint", where black lines 
are inked onto the front side of each eel and paint is applied to 
the back side. 

(6) Paint the background scene. 

(7) Fill out an exposure sheet based on the results of the pencil test 
and the sound track. 



Animation With 3-D Professional 

by David Duberman 

The ideal 3-D design software would give you the feeling that you're 
actually able to reach into the 3-D space and directly manipulate objects 
with your hands — sort of virtual reality without gloves. 3-D Professional 
comes closer to that idea! than does most Amiga 3-0 software today. 
You're able to adjust camera position, angle, and zoom as well as object 
position, rotation, and size interactively with intuitive controls that are the 
next best thing to being there. Included is an object editor with the usual 
lathe and extrude utilities plus loads of nifty surface options. The program's 
only major deficiency is the lack of point-by-point shaping control that 
professional digital sculptors require. Also, while the current version 
doesn't ray-trace, such a module is in the works and will be offered as a 
low-cost upgrade to registered 3-D Pro owners. 

While offering both path and tweening animation capabilities, the 
former can be accomplished in the current version only via a script file. 3- 
D Professional includes a powerful script language with which you can 
supervise virtually every detail of animation creation without having to be 
there during generation. You can specify camera movement on the X, Y, 
and Z axes in absolute or relative amounts, or you can move the camera 
forward or backward by a certain amount, or have It follow an object. Other 
camera related commands include zoom, aim in a certain direction or at 
a specified point, and field of view. Script commands let you load, move, 
rotate, and shear objects, plus set lights' position, intensity, angle, and 
color. As with most programming languages, 3-D Pro's scripts can include 
loop control, and you can '^expose a frame" at any point during script 
execution, so this is really the only way to accomplish complex animation 
with 3-D Pro. 

The easy way to do animation with 3-D Pro is with the key frame 
capability. You simply set up each successive key frame, then use the Add 
Frame command to add it to the key frame list. When you're ready to 
generate the animation, just tell 3-D Pro how many frames to make 
between each key frame plus a few other details, and let it go to work. As 
with all 3-D animation programs, first each frame is generated as a still, 
then the frames are compressed into a standard (or sometimes custom) 
animation format, usually the ANIM format supported by AmigaVision. 
DeluxePaint III, and many others. In many cases this can be a time- 
consuming process, but almost always you can leave the computer 
unattended the whole time, and come back to a completed animation 
when it's done. 

As with Sculpt, you can use tweening in 3-D Pro to simulate motion 
by simply repositioning objects in successive key frames, as welt as 
causing shape changes. Unlike Sculpt's tweening, you can't vary the 
number of frames between different pairs of key frames. One feature of 3- 
D Pro's which Sculpt doesn't have is the ability to smootii out motion, 
eliminating the zigzag effect. While you can edit key frames, you can't edit 
the basic animation setup or keyframe list. If you want to make major 
changes to an animation setup, you're generally belter off restarting from 
scratch. 3-D Pro also offers real-time rotate and move-through animation 
features in the object editor that are useful for previewing simpler scenes. 

3-D Professional, price: $499,95. Progressive Peripherals & Soft- 
ware, 464 Kalamath St, Denver. CO 80204, (303) 825-4 144. Inquiry ^222. 



(8) Send all eels, the background and exposure sheet to the camera 
room, uliere they are photographed one frame at a time, 

(9) Have the film processed, and a work print made. 

(10) Give the work print to the editor, who helps create the finished 
product. 

This process takes a lot of time, a lot of people, and a big budget. By 
using an Amiga computer some of the above steps are eliminated, others 
go faster, and yet the end resuh can be comparable. 

To do Scene 35 on an Amiga there are three possible ways to start: 

(1) make all dra^vings of Zeke on punched tracing paper and 
digitize them with Digi-View; 

(2) draw all positions of Zeke directly on the computer using a 
graphics tablet, such as Easyl; or 

(3) make one dra^ving on any white paper, digitize it, and do the 
rest of the frames on the computer by simply modifying the 
first frame. 
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Animation Station 

by David Duberman 

Animation Station from Progressive Peripherals and Software Is 
the underdog of Amiga animation programs. It s been around a while and 
you don't hear much about it. But make no mistake™ it's a powerhouse 
and doesn't deserve to be overlooked. It's bundled with Progressive's 3D 
Professional (see sidebar) but Is also available separately. 

When the program starts you're presented with a blank storyboard 
screen consisting of a vertically scrolling array of rectangular cells, with 36 
visible at a time, occupying the center of the screen and various tool icons 
arrayed along either side. There are no menus. You can load ANlM-5 
format animations in a variety of modes, including HAM and overscan. 
When loading an animation you can opt to have the program create a 
storyboard, which places a miniature representation of each frame's 
image in the corresponding storyboard cell. This clever approach makes 
it much easier to locate specific animation frames. You can see a cell's 
frame full-screen by double clicking on it. 

Another of Animation Station's most useful features lets you au- 
tomatically create an animation out of a series of consecutively numbered 
(in the file name) jFF image files. Now all I need is a DOS batch wildcard 
rename utilityl And there are lots of other great features. You can pick up 
a brush from any frame or load it from a file and then animate it on top of 
the animation. Using the storyboard layout, you can easily cut, copy, and 
paste sequences of frames, as well as inserting blank frames. You can 
adjust timing of the animation on a frame-by- frame basis. You can also 
adjust each frame's color palette independently, moving from between 
frames from the palette requester. You can even create gradual color 
transitions across any number of frames 1 

Wait a second, there's more. You can reduce an entire animation 
or any number of its frames to one-fourth or one-sixteenth the original size 
(retaining the original aspect ratio) and place the mini-ANIM anywhere on 
the screen. You can have the animation scroll into or out of the screen in 
any of the four cardinal directions over any number of frames. You can flip 
frames vertically or horizontally. Mosaicperformsagradualpixelization on 
an animation over a specified series of frames. The motion blur effect only 
works on HAM animations. While that's not all Animation Station does jt's 
all we have room to tell you about. If you work with Amiga animations, you 
owe it to yourself to buy this immensely useful tool. 

Animation Station, price: $99,95, Progressive Peripherals & Soft- 
ware. 464 Kaiamath St.. Denver. COS0204. (303) 825-4144, Inquiry ^223, 



The method you choose will depend on where your talents lie and 
^vhat equipment is a\^ai table to you. I have chosen the third method for this 
lesson because it brings together the artist's talent to draw on paper and the 
powerful features of the Amiga computer to complete the series. 

Make the first drawing of Zeke in full stride, using a pencil on any 
white paper. It doesn't have to be punched because all the other drawings 
will be done on the computer screen. When the pencil drawing is com- 
plete, trace directly over the pencil lines with a fine point, black felt pen. 
Then erase any stray pencil marks. 

Digitize with Digi-Vieu^ set for hi-res, black & white, 'Tine Art". 
If vou hav^c trouble getting good clean lines, I suggest using a better lens 
than the one that comes with the camera. I use an Ektar 25mm, and a 
S\ vita r 16mm. Be sure there is plenty of light and that the light is uniform 
over the entire picture. Unless your lens is automatic, you'll have to set the 
exposure manually by watching the picture on the screen. 

I highly recommend using hi-res in all animation projects, if at all 
possible, Ho^vever, if you have only 1 meg of memory and no genlock, 
then work in lo-res and plan the scene so that it can be done in either 8 or 
16 colors. This can be done on a 1 meg computer and can give very 
pleasing results for personal vie\ving. 

Save the d rawing to disk and label it ZW-Q C'ZW" is short for "Zeke 
Walking"). 1 number working drawings -0, -00, -000, etc, to indicate that 
they are not part of the finished animation. 

Once ZVV-0 is saved to disk it can be loaded into a paint program. 
An extra step is required here because Digi-View records black line art as 
color #1 and the white background as color #2. We need to reverse that. 
Here are the steps: 



(1) If you are using DeluxePaintlll, bring up the palette, select color 
#2, select EX (exchange), then select color #1. Now color #1 should be 
white and color #2 should be black. 

(2) Select black as the background color, and pick up the character 
as a brush. 

(3) Select white as the background color, and black as the fore- 
ground color. Press Shift, K to clear the screen. Press F2 to change the color 
of the brush to black, the foreground color. 

(4) Position the brush character where\'er you want Itim on the 
screen, then remove your hand from the mouse. Press the left ALT and 
Commodore keys simultaneously to paint a copy of the brush in that 
location. 

At this point it's a good idea to clean up your lines (if they need it), 
so ytui should now change the format to S colors and save it again. S colors 
should be plenty, and by not choosing 16 we can save both chip memory 
and disk space. 

This draudng should still be black lines on \vhite background. I find 
that a soft green or blue background is easier on the eyes, so bring up the 
palette and make that change. No color will be added to the character until 
all drawings are coniplete. 

Lot's stop here and analyze exactly what motions we'll be creating. 
Theobvious motion is that of the arms and legs. In the first halfof the cycle, 
the left foot begins on the ground and steadily moves backward. At the 
same lime the right foot lifts off the ground and moves forward. The 
second lialf of the cycle is identical to the first, except that the right foot is 
on the ground and the left foot is moving for\%^ard. As the arms swing they 
go through a sin:\ilar cycle, but opposite to that of the legs. 

The second motion to consider is the body and head bouncing up 
and down, as Zeke walks. 

Thirdly, the body bounce is likely to cause the tail to flap up and 
down. 

It takes about 16 frames to do a smooth walk cycle, so go to the 
menu bar and select ANIM— Frames — Set #. Then change the count to 16. 
Load ZW into Frame #1 and also Frame #9. 

Now \ve can let the Amiga do some of the \vork for us. We know 
that Frames 1 and 9 are identical except that the opposite foot and hand 
are in front. This change can be done by adding a few lines and erasing a 
few lines. The fingers on both hands may also need to be altered, but witli 
these minor changes Frame 9 is complete. 

Before dra^ving the in-betweens, we need a guide for the ground 
and foot positions. Make a straight, horizontal line at ground level on 
Frame 1 (we'll want to erase this guide later). Make a vertical mark on the 
grou[\d directly under the center of the front foot, and another under the 
center ot' the back foot. Make a third mark halfway between the other two. 
This is where his foot will be halfway through the stride. Keep subdivid- 
ing the line until there are 9 marks. Note that S positions make up the full 
stride. When a foot reaches position 9 — the last one to the left — the other 
foot is starting over at position 1. 

Now, pick up a copy of this "ground guide" as a brush, and position 
it directly over the original. Remov*e your hand fro in the mouse so it can't 
move. Hold down the Commodore key (which is the left Amiga key on 
some computers), and then hold down the left ALT kc}'. The computer 
will flip through all frames, painting the ground guide on each one. 

Next we'U place the head and body on Frames 2 through S, 

We know that Zeke's head and body change very little throughout 
the walk cycle, except that they move up and down. Frame 1 is the lowest 
position and Frame 5 is the highest, when one leg is straight down. Pick 
up a copy of Zeke's head and body from Frame 1 . Do not include the legs 
or ground guide. Now place the brush directly over the original drawing. 

Hold down the shift key and move the brush upward 3 or 4 pixels. 
The shift key assures that the brush does not move right or left. Press key 
2 to go to Frame 2 and lay down a copy of Zeke. Advance to Frame S and 
lay down another copy, in the same position. 

Move Zeke upward again for Frames 7 and 3, again for 4 and 6, and 
again for 5. Anytime you want toseeyour ^vork in motion, press key 4. The 
space bar ^vill stop the action. 

Now go through Frames 2 through S, one at a time, redrawing the 
legs and arms in their proper positions, according to the ground guide. 
Compare each new drawing with the previous frame to assure continuity. 
Key 2 allows you to step forward through the frames one at a time, aiui 
key 1 takes you backward. 
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Elan Performer & Animation 

by David Duberman 

Elan Performer is an indispensable multipurpose graphics utility for anyone working 
with a variety of Amiga images and/or animations. Currently in release 2.0, it v/as created by 
Elan Design, recently noteworthy for having designed the interface software for Newtek's 
Video Toaster. One of Performer 2.0"s particularly nice new features lets you load 24-bit IFF 
and impulse (Turbo Silver) RGBN and RGB8 images. They're displayed in HAM mode, and 
you can even save the converted HAM image if you like. Also new is extensive ARexx and MID I 
support. 

Ostensibly a keyboard-controlled slide show program, Performer really does much 
more. To get an idea of what it does, think of your keyboard as a list, starting at the top ieft with 
the F1 key and continuing across and down, ending up at the slash key. Each key can have 
an image file or animation attached to it simply by pointing and clicking. Once loaded, all 
images remain in memory (assuming you have enough, otherwise they're reloaded from disk 
each time they're displayed). By further editing using the mouse only, you can set the time 
each image is displayed to the nearest 1/30th of a second, and the speed at which each 
animation is displayed. Then by pressing the Escape key or double-clicking on any key on the 
onscreen keyboard, you can start the automatic presentation in the across/down order. To 
enter manual mode, just press any key to which an image or animation is assigned, and the 
image or animation's last frame remains onscreen until you press another key or restart the 
automatic sequence. You can also take control of the sequence with the mouse or keyboard, 
even reversing it (including animations!) if you like. 

Performer supports animation creation and editing in a couple of interesting ways. First 
and most simply, if your paint/rendering/digitizing software doesn't support animation genera- 
tion, you can use It to create a sequence of image files, then in Performer assign each tile in 
the sequence to a successive key and play the frames back quickly in automatic mode. Of 
course, it helps to have a lot of memory for this. The default setting for the time each frame 
is displayed is five seconds, which is too slow for animation. It would be a lot of work to edit 
each frame's timing automatically, but fortunately Performer offers a quick way to set the 
timing interactively. Start the automatic display, then press each image's key in turn, each time 
followed by on the numeric keypad. This sets each frame's timing to 1/30th of a second for 
the fastest possible playback. 

Once you've assigned the sequence, you can actually create an animation from the 
images. Performer's most unique animation-related feature lets you append the currently 
displayed image, whether from a stil! or animation, to a new or existing animation with a 
keypress. There's a mistake in the manual instructions for doing this. Instead of pressing 
Amiga-A, then the key to which the frame is to be appended, you just press Amiga and the 
key to be assigned. So, for example, if you're playing back an animation at 10 frames per 
second and you press Amiga-J every second, you'll create an animation attached to the J key 
consisting of every tenth frame of the original animation. This animation, or any other loaded 
animation, can be saved to disk in any of a variety of formats, including ANIM 3, ANIM 5, and 
RIF, an uncompressed animation format. 

Elan Performer 2.0. price: $59.00. Ban Design. P.O. Box 31725, San Francisco, CA 
94131 (415)359-7212. Inquiry ^224. 



One more trip through the frames is 
needed to change tail positions. The tail 
should be in lou'or positions wiien Zeke is 
moving upward, and in higher positions 
when he is moving downward. 

To save all frames, select Project, Save 
from the menu bar. U'hen the requester 
appears, change the number of frames to 16 
and title the project ZVV-. In the ANIM 
mdde, DPaintlll will automatically number 
each frame, beginning \%'ith 001. 

The remaining Frames, 10 through 
16, will be identical to Frames 2 through S 
except that the opposite hand and foot will 
be in front Go to Frame 10 and load 2VV- 
002. In the load requester be sure the number 
of frames is set to 1. After the load is com- 
plete, go to Frame 1 1 and load ZW-003, etc. 

Go through the new frames, one at a 
time, changing the fe^v lines needed to swap 
right and left legs and right and left arms, 
just as you did with Frame 9, earlier. 

1^0 w it's time to Qri^S(^ the ground 
guides. Erasing them from all frames auto- 
matically is similar to painting them auto- 
maticallv. Pick up a copy of the ground 



guide, carefully position it over the origi- 
nal, and remove your hand from the mouse. 
Hold down the Commodore key, then the 
right ALT key to erase. 

Save the series as an ANIM file. 
ANIM files save and load much faster than 
individual frames. Check the action again. 
If he moves too fast, change the Frame Rate 
in the menu bar and try again; 10 or 15 
frames per second should be about right 

Now it's time to add color. Bring up 
the palette and adjust colors 3 through S to 
fit the character and his clothes. In the case 
of Zeke, two shades of bro^vn or tan will 
take care of his skin and fur. A soft white 
will be good for eyes and teeth; pants and 
eye pupils are blue, jacket is red, and his cap 
is blue with a yellow stripe. 

Be careful not to oversaturate the 
colors; soft colors look more natural. The 
only way to get the colors exactly right for 
video is to look at a video monitor while 
adjusting colors. 

Close the palette window and fill the 
color areas of all frames. Now that there is 
a full-color character to see, you may want 



CORRECTIONS 

It has been brought to our 
attention that the following 
errors appeared in the Fall/ 
Winter issue of AC'S GUIDE 
To The Commodore AMIGA: 

MegAChip 2000, The BattDisk, 
Insider II, and KwickStart were 
listed under the company name 
Michigan Software; they ail 
should have been listed as 
being available from DKB 
Software. 

Also not listed from DKB 
Software is the product 
MultiStart II : which allows A500 
and A2000 owners to install 
Kickstart VI .3 and V2.0 ROMs, 
switch between them with a 
keyboard and upgrade to the 
latest operating system and still 
stay compatible with your older 
software. No external wires or 
switches are required and is 
compatible with the MegAChip 
2000. $99.95 w/o ROMs 
DKB Software, 832 First St., 
Milford, Ml 48381 (313)685- 
2383 

lllumiLink 1.0 from Geodesic 
Publications was listed at 
$27.00 and should have been 
priced at $100.00. 

We apologize for these errors, 
and hope that no major 
inconveniences were caused. 
We hope thatthese corrections 
are found to be helpful. 



go back to the palette for some fine timing. Save again as 
an ANIM file, and also as an .AnimBrush. 

Press key 4 to see Zeke walk in all his color 
splendor. 

Of course the animated character is only half of 
the see ne. The other half i s the ba ckground , \v\\i c\\ i n this 
case, must be moving to the left as Zeke walks to tl^e 
right. The final part of this article will deal with the 
moving background. 
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Animation With the Sculpt Family 

by David Duberman 

Sculpt-Animate 4D from Byte-by-Byte makes it relatively easy to create complex three- 
dimensional animations. Its little brother, Sculpt-Animate 4D Jr., also has powerful animation 
capabilities . The form of animation they share is called tweening or morphing, Tweening animation 
is great fun to play with because it lets you magically change objects from one shape to another, 
with the computer doing all the hard in-between work. So, for example, you could change a bust 
of Lincoln to a sphere and then to an automobile. 

Sculpt-Animate 4D is a full-blown ray tracing and animation software package. Ray tracing 
is the process by which super-realistic computer-rendered 3-D images are created, complete with 
accurate rendition of reflections, shadows, and even refraction in curved transparent objects. In 
addition to tweening animation it can perform path animation. A path in this context is a line 
connecting a sequence of vertices. During animation creation objects move from vertex to vertex 
in each successive frame. Thus, you must create as many vertices as you have frames in the 
animation. The advantage to this method is that you can accurately depict acceleration and 
deceleration by careful placement of the vertices. In fact, since the object format is available, if 
you're of a technical bent, you can write software that creates accurate motion paths using physical 
principles. Unfortunately, the program doesn't let a path-bound object perform tweening, and vice- 
versa. 

Sculpt-Animate 4D Jr. is an introductory 3-D modeling and animation package that doesn't 
include many of the bells and whistles of its older sibling, including ray tracing or even object 
smoothing. But it does have its powerful "Tri-View" object editor and, as mentioned, tweening 
animation. In tweening. you create "key cells" that contain objects at the extreme points of their 
position and/or shapes, then let the computer calculate in-between shapes and positions. Thus, 
you can use tweening to simulate any type of movement, rotation, and reshaping of objects. 

Alas, the Sculpt family doesn't have the real magic (or at least the artificial intelligence) that 
would be required to convert any object into any other object. In other words, you can't take two 
independently created objects and expect one to turn into the other, at least not in most cases. 
Generally, you must first create a single object to be tweened with all the different ultimate shapes 
in mind. You save that, then reload it, and reshape it into the new shape, and save that. Load each 
shape into Its respective key cell and let the computer create ail the interim shapes over however 
many cells you specify. The more cells you use, the longer and smoother the tween. 

4D and Jr. also let you tween colors. So, for example, you can smoothly morph a purple 
pyramid into a red sphere and then a yellow cube. Sometimes you must experiment with a color 
transition, as intervening colors may not be what you might expect. As with shape tweening, the 
more control you take over key cell creation, the smoother your animations are likely to be. 

Sculpt-Animate 4D, price: $499. 95, Byte by Byte, Arboretum Piaza II 9442, Capitol of Texas 
Hwy /v., Ste. 150, Austin, TX 78759, (512) 343-4357. Inquiry m25, 

Sculpt-Animate 4D Jr., price: $150.00. Byte by Byte, Arboretum Plaza II 9442, Capitol of 
Texas Hwy. /V.. Ste. 150, Austin. TX 78759, (512} 343-4357, Inquiry ^226. 



PART III: 

THE MOVING BACKGROUND 

We ju5t described liow to make a car- 
toon character ^valk. Our script calls for the 
character, Zeke, to stay in the center of the 
screen while the background moves from right 
to left. In this discussion, we will discuss three 
ways to do a moving background in a scene 
such as tliis. The options av^ailable to you are 
as follows: 

(i) Combine Zeke and the background 
into a single ANIM file; 

(2) Create a separate ANIM file for the 
background and add Zeke with a 
genlock; or 

(3) Use a live or painted background, 
shoot it with a video camera, and 
add Zeke ^vith a genlock. 

The method you choose will depend on 
your specific interests and facilities. The com- 
puter purist will probably choose the first 
method so he can play back the complete 
scene on a computer screen. 

Those ^vith a background in \ideo and 
two VCRs will like!}' choose the second 
method, or the third method if equipped with 
a good video camera and tripod. The third 
method will also be the likely choice of expe- 
rienced artists who enjoy working with real 
paint on art board. 



MEMORY LIMITATIONS 

Most of the liigh-end computer ani- 
mation systems used bv professionals, like 
conventional eel animation, require single- 
frame recording. This method bypasses many 
of the limitations of real-time animation; 
however, it is very time consuming and re- 
quires very expensive video equipment. For 
the budget-conscious video producer, real- 
time animation is money in the bank. That's 
^v^hat vs^e're dealing with in this lesson. 

Because real-time animation is so 
memory intensive, it is important for you to 
understand certain factors and thereby 
minimize the complications. 

Chip memory: Only "chip" memor\^ 
can display an image on screen. The many 
frames of an animation are juggled back and 
forth between chip RAVI and fast R.AM, 
because they must be in chip RAM before 
they can be shown on the screen. The speed 
at which a computer can juggle them back 
and forth determines the maximum speed at 
which the animation can run. hi order to 
play a scene at normal speed there should be 
enough chip RAM to hold at least three 
frames at a time, as required for double 
buffering. 

(contiutied oji page 59) 



ANIMATION CHART 

As part of AG's most comprehensive 
animation issue ever, our editors have com- 
piled the following chart comparing many fea- 
tures of 22 of the top Amiga animation pack- 
ages available today. 

Twelve Amiga product developers are 
represented in the chart; a number of other 
companies presently market a wide variety of 
Amiga animation programs and utilities. We 
regret that space limitations — considered along 
with the highly specialized nature of some of 
these other animation products— prevent us 
from including detailed descriptions and/or 
comparisons of all Amiga animation products 
and their features in this issue. 

Nevertheless, we would like to acknowl- 
edge several of those products here: The 
Talking Animator (JMH Software), the only 
talking Amiga animation package; CellPro 
(MegageM), the only cellular automata art/ 
animation system for the Amiga: and Photon 
Video Cel Animator (Microillusions). a mod- 
ule in the Photon Video collection that func- 
tions as a high-quality animation playback and 
sound synchronization tool. 

In addition, several other companies failed 
to get back to us in time to make the chart. 
Among them was R & D L Productions, whose 
Lightbox^The Drawing Tool for Anima- 
tors implements traditional methods of anima- 
tion with increased productivity: a built-in flip 
function sorts and displays the previous and 
following drav/ings in sequence for reference. 

As to the chart, a bullet (•) indicates a 
product has that feature, or requires the type/ 
amount of memory indicated. Comments or 
footnotes in a box most often indicate a partial 
or related capability for the feature listed. Fol- 
lowing are explanations for some of the fifty 
animation features listed: 

ANIM Standard, Byte Vertical Com- 
pression, RIF Standard, Uncompressed are 
all animation file "standards". There being no 
set standard, ANIM is the most popular and 
widely used. Most play just the changes from 
frame to frame to save memory. Uncompressed 
sometimes uses more memory to actually flip 
frames, but it produces a more uniform speed. 

Bluing/onion skin refers to the tradi- 
tional technique that displays previcusframe(s) 
during creation of the current frame. 

Extra Halfbrite, IFF Support, HAM 
mode are display modes; HAM produces more 
colors, but requires much more memory. 

Internal Genlock Support means there 
is genlock control from within the program. 

Path Animation takes an object along a 
path created from specified start/finish points. 

Player indicates a separate animation 
player — which saves memory — is included. 

Self-Running creates animations that 
can be run outside of the program. 

Severe Overscan/User-adjustable 
overscan are best for broadcast TV use. 

Tweening causes an object to Irans- 
form" to another automatically. 

Velocity/ease simulates movement de- 
lays, such as a ball slowing slightly near the 
peak of its ascent. 
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MANUFACTURER 


Progressive Peripherals & Software 




OXXI/Aegis 




PRODUCT 


3-D 
Professional 


Animation 
Station 


Aegis 
ANIMagic 


Aegis 
ProMotion 


Aegis Videoscape 
3D with ProMotion 


Spectra 
Color 


1 Meg Chip RAM 


« 


• 










1 Meg+ 


• 


• 




• 


# 




24-bit Color Output 


• 


N/A 




N/A 






2-D Animation 


N/A 


• 


• 


• 


• 


• 


2-D Texture/IFF Mapping 


N/A 1 




N/A 






• 


3-D Fonts 


• 


N/A 




as objects 


as obiects 




3-D Object Animation 


• 


N/A 




• 


• 




3-D Texture/IFF Mapping 


• 


N/A 




N/A 




• 


68020/30 Support 


• 




♦ 


• 


« 


• 


8SVX/IFF Sounds 


N/A 


• 




N/A 


N/A 




ANIM Cut-and'Paste 


• 


• 








• 


ANIM Standard 


• 


• 


• 


• 


• 


• 


ANiMbrushes 












• 


Antialiasing 


• 


N/A 




N/A 




N/A 


ARexx Support 














Bitplane Conversion 


N/A 


• 


m 


N/A 


« 




Bluing/Onion Skin 














Byte Vertical Compression 


• 


• 










Color Remap 


• 




m 






• 


Color Fonts 






m 


as obiects 


as obiects 


• 


Digital Video Effects 






• 


N/A 




• 


Extra Halfbrite 






m 


N/A 






Fades/V\/ipes/Dissolves 








• 






• 


Frame Controller 


« 




• 








• 


HAM mode 


« 




• 


m 


• 




• 


IFF Support 


i 




• 


m 


# 




• 


Internai Genlock Support 


i 




• 


• 


N/A 






Ligtit Sources 


i 




N/A 




• 




« 


Multiple Color Cycle 


N 


/A 




• 






• 


Overscan 


4 




* 


• 


• 




• 


PAL Standard Support 


1 




« 




N/A 




• 


Patti Animation 


* 




N/A 


• 


• 




• 


Perspective 


* 




N/A 




N/A 




• 


Phong/Scanline Shading 


* 




N/A 








N/A 


Player 


i 




• 


• 


N/A 




• 


Ray Trace Rendering 


i 




N/A 








N/A 


Resolution Conversion 


N 


/A 


• 


• 


N/A 




• 


RIF Standard 


i 




• 










Scrolling Background Option 






• 


N/A 






Self-Running 














Severe Overscan 


• 


m 


• 






• 


SMUS Songs 


• 










N/A 


Standard Amiga Fonts 


• 




• 


as obiects 


as objects 


• 


Stencil/Mask/Matte 












• 


Storyboards 


N/A 


m 










Tweening 


• 


• 








• 


Uncompressed 






• 


• 


. 


• 


User-adjustable Overscan 


• 




• 








Velocity/Ease 














Wireframe Preview 


i 


> 


N/A 


• 




• 


• 



• = YES 



MANUFACTURER 


Octree Software 


Electronic Arts 


Walt Disney ' 
Computer Software 


PRODUCT 


Caligari 
Broadcast 


Caligari 
Pro Animate 


Deluxe Paint 111 


DetuxeVideo 111 


The Animation 
Studio 


1 Meg Chip RAM 






• 


• 




1 Meg+ 


2MB 


3MB 


• 


• 




24-bit Color Output 


m 










2-D Animation 






• 




« 


2-D Texture/iFF Mapping 






•' 






3-D Fonts 




• 








3-D Object Animation 




• 








3-D Texture/!FF Mapping 












68020/30 Support 




• 


• 


• 


1 


8SVX/IFF Sounds 








• 


' 


ANIM Cut-and-Paste 










• 


ANIM Standard 






• 


• 


• 


ANlMbrushes 






• 


• 1 


• 


Antialiasing 


• 




m 






ARexx Support 








• 




Bitplane Conversion 






• 




1 


BJuinq/Onion Skin 










• 


Byte Vertical Compression 






ANIM-5 supported 


ANIM-5 supported 




Color Remap 






• 




« 


Color Fonts 






• 


• 


• 


Digital Video Effects 






• 






Extra Halfbrite 


• 


• 


# 


• 




Fades/Wipes/Dissolves 








• 




Frame ControHer 


• 


• 






• 


HAM mode 








• 




IFF Support 


« 


• 


• 


• 


• 


Internal Genlock Support 


• 


« 








Ligtit Sources 


• 


• 








Multiple Color Cycle 






# 




• 


Overscan 


• 


• 


• 


• 


• 


PAL Standard Support 


• 


• 


• 


• 


1 


Path Animation 


• 


• 


• 


• 




Perspective 


« 


• 


• 






Phong/Scanline Shading 


• 










Player 






• 


• 


m 


Ray Trace Rendering 












Resolution Conversion 


• 


• 


* 




m 


R IF Standard 












Scrolling Background Option 








• 




Self-Running 












Severe Overscan 


• 


• 




• 


• 


SMUS Songs 








« 


m 


Standard Amiga Fonts 






• 


• 


• 


StencJI/Mask'Matte 






• 




• 


Storyboards 


• 


• 








Tweeninq 












Uncompressed 


• 


• 






• 


User-adjustable Overscan 








• 


• 


Velocity/Ease 


m 


• 


• 






Wireframe Preview 


m 


• 


• 







• = YES 



1 ) Two separate versions: one lor PAL ami one fof NTSG: 2) Does not use ANIM formal but provides for conversion 



MAMUFACTURER 


Mindv/are International 


Impulse 


PRODUCT 


Dig i mate 3 


Pageflipper 
Plus F/X 


PageRender 
3D 


Imagine 


Turbo 
Silver 


1 Meg Chip RAM 






• 


• 


1 Meg+ 








* 


• 


24-bit Color Output 








m 


• 


2-D Animation 


• 


• 




• 


• 


2-D Texture/IFF Mapping 








• 


• 


3'D Fonts 






• 






3-D Object Animation 






• 


• 


• 


3-D Texture/IFF Mapping 








• 


• 


68020/30 Support 






• 


• 


• 


8SVX/IFF Sounds 












ANIM Cut-and-Paste 


• 










ANIM Standard 


m 


2 


• 


* 


• 


ANIMbrushes 












Antialiasing 








m 


m 


ARexx Support 


• 




• 






Bitplane Conversion 












Bluing/Onion Skin 












Byte Vertical Compression 












Color Remap 








• 


m 


Color Fonts 












Digital Video Effects 


• 






• 


* 


Extra Halfbrite 


• 


• 


• 






FadesA/Vipes/Dissolves 


• 


• 








Frame Controller 












HAM mode 


• 


• 


• 






IFF Support 


• 


• 


« 






Internal Genlock Support 












Light Sources 






2 






Multiple Color Cycle 




• 








Overscan 


• 


• 


• 






PAL Standard Support 


• 


• 


• 






Path Animation 






# 






Perspective 












Phong/Scanline Shading 












Player 


• 


• 


• 






Ray Trace Rendering 






• 






Resolution Conversion 












RIF Standard 












Scrolling Background Option 




3 








Self-Running 


* 


• 


• 






Severe Overscan 


• 


• 


• 


« 


* 


SMUS Songs 












Standard Amiga Fonts 












Stencil/Mask/Matte 








• 


• 


Storyboards 












Tweenmg 








• 


m 


Uncompressed 








• 


• 


User-adjustable Overscan 


• 


4 


• 


• 


• 


Vetocity/Ease 






5 


• 




Wireframe Preview 






• 


• 


• 



• = YES 



3) Scrolling background not automated: 4) Adjusts to the images provided by the user; 5) Velocity easily created witti vanab?es fn scrips 



MANUFACTURER 


Gold Disk 


Byte by Byte 


The Right Answers 
Group 


Centaur 


Antic 
Publishing 


PRODUCT 


Movie Setter 


Scupt-Animate Sculpt-Animate 
4D 4D Jr, 


The Director 


Forms in Flight 2 


Zoetrope 


1 Meg Chip RAM 














t Meg+ 




2 meg min sugg. 


1 meg min sugg. 








24-bit Cofor Output 




• 










2-D Animation 


• 


BkGr/ FrGr 




• 




• 


2*D Texture/tFF Mapping 














3-D Fonts 
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3-D Object Animation 




• 


• 




• 




3-D Texture/I FF Mapping 










• 




68020/30 Support 




• 




• 






8SVX/IFF Sounds 




• 


■ 


* 






ANIM Cut-and-Paste 








• 




• 


AN!M Standard 


• 


ANIM-5.J-OP 


ANIM-5J-0P 


• 






ANlMbrushes 


■ 






• 






Antialiasing 




• 
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• 


ARexx Support 








• 






Bitplane Conversion 














Bluing/Onion Skin 
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• 


Byte Vertical Compression 








• 






Color Remap 
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Color Fonts 








• 




• 


Digital Video Effects 








• 




• 


Extra Halfbrite 








• 






Fades/Wipes/Dissoives 


• 






• 




* 


Frame Controller 




• 










HAM mode 




• 




• 






IFF Support 


• 


• 


• 


• 


• 


• 


Internal Genlock Support 




• 










Light Sources 




ambient & point 


ambient & point 








Multiple Color Cycle 


• 






• 




• 


Overscan 




• 


• 


• 


• 




PAL Standard Support 
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7 


• 


• 


• 


Path Animation 




• 




• 




• 


Perspective 


• 


• 


• 






• 


Phong/Scanline Shading 




• 






• 




Player 




• 


• 


• 




• 


Ray Trace Rendering 


m 


• 










Resolution Conversion 














RIF Standard 












• 


Scrolling Background Option 
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Self- Running 


m 












Severe Overscan 




• 










SMUS Songs 














Standard Amiga Fonts 


m 












Stencil/Mask/Matte 


m 


BkGr/FrGr 








# 


Story boards 












• 


Tweening 


• 


« 


• 








Uncompressed 


• 










• 


User-adjustable Overscan 
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Velocity/Ease 
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Wireframe Preview 


• 


• 


• 






• 



• = YES 



6) Font object library support; 7 ) Automatic & manual overrhdes; 8) 24-bit mode only; 9) Program is wrinen with inherent capabilities; 
10) Similar effect can be imolemented: 11) Not complete remap: limited palette mapping 



(Cartoon Animation, continued from page 54) 

Resolution: Hi-res pictures require about four times the memory 
of lo-res, becaui,e tiiey have four times as many pixels to control. The 
HAM mode is not recommended for animation becnuse of the excessive 
amount of memory required for every frame. 

Bitplanes: Another major factor is number of colors in the palette, 
as determined by the number of bitplanes in use. Eight colors, representing 
3bitplanes, use considerably kss memory than 16 colors, or 4 bitplanes. 

Complexity of scene: Finally, the complexity of a scene and the 
motion within determines how much memory is needed. In the ANIM 
format, the many frames of an animation are not held in memory 
individually. Instead, the first frame goes to memory and thereafter^ only 
the pixels which change from frame to frame are recorded. So if only a few 
pixels change, very little memory is used, and the scene can run faster and 
longer. 

This is also the way an ANIM file is saved to disk, so an animation 
scene that fills up one disk in the ANIM fonnat probably needs t^vo or 
three disks to hold all the frames when saved individually. 

Now let's examine the three different methods of doing a moving 
background, noted above 

THE COMBINED SCENE 

This method can be performed on a Um^iliiuga if it is done in lo- 
res with S or 16 colors. Although it can be done in hi-res on a 3-meg 
computer, instructions here \vill refer to lo-res onlv. 

With its excellent animation features, DeluxePaint III is tlie only 
software needed. Since DPaint III will not animate in overscan, this 
exercise is mostly for practice; the result will not meet broadcast stan- 
dards. 

Be sure that you Ikive saved Zeke Walking as an AiiimBrush, in lo- 
res. Change format to lo-res, 16 colors, and frame size to 320 \ 200. Clear 
all frames, if they're not already clear, and set number of frames to SO. The 
movement of the background is smoother if it moves the same number of 
pixels on every frame. And since there are 320 pixels, horizontally, it can 
move completely across the screen in SO frames, at 4 pixels per frame, 

Zeke Walking uses only S colors, so when you load the AnimBrush, 
Zeke will use the first column of 8 colors. The 8 colors of the second 
column are available to cliange and use for the background without 
affecting Zeke. 

Go to Frame #1 and paint the background scene. Plan the scene so 
that it can loop, continuously. That is, match the left edge of the picture to 
the right edge, perfectly, that is, the horizon, mountains, and other 
features should meet the left edge of the picture al exactly the same height 
as they do the right edge of the picture. Then, when two copies of the 
picture are placed end to end the landscape will appear to be continuous, 
with no abrupt changes. 

1 1' s easy to check this a lignmen t by selecting the recta ng le tool This 
gives the brush a perfectly horizontal line across the screen. Of course, you 
will need to press FIO to hide the toolbox in order to see the right edge. 

Keeping the memory problem in mind, it's a good idea to plan the 
background so there are large areas of solid colors and no large areas of 
textures. Keep vertical lines to a minimum. 

When the background scene is complete, and while the toolbox is 
still hidden, press key "b" to activate the brush selector. Incidentally, the 
keyboard equivalents are the best timesavers you have. I recommend that 
you make a conscious effort to use them regularly. 

Pick up the entire picture as a brush. Be sure to go all the way to the 
corners. Press ALT and "x" simultaneously to place the brush handle at 
the lower right corner, and again to place it at the lower left corner. Press 
upper case "K" to bring up the clear screen option, and select "All 
Frames". 

Position the background scene back in its original position, filling 
the screen. To do this, place the cursor — the brush handle^as far as it will 
go into the lower left corner of the screen, and press the left mouse button. 

Press the "u" key to undo, or remove the background. It may 
appear that we just cancelled out the previous step, but not so. The 
computer remembers \vhere you painted the scene and will begin its 
motion from that location. 

Press FIO to restore the menu bar and toolbox. In the menu bar 
select ANIM, move, to bring up the move requester. Everything in the 
move requester can remain in its default setting except that the X Distance 
should be set to -320. Also be sure that the count savs 80. Then select dra\s% 



Turbo Silver Animation 

by David Duberman 

Turbo Silver is one of the best bargains in Amiga graphics software 
today, it's a high-caliber 3-D rendering, ray-tracing, and animation pro- 
gram with lots of advanced capabilities for under $1 00. It comes with a free 
floating-point version tor those lucky enough to own accelerator cards, but 
it's very fast even without acceleration. One of Turbo Silver's main claims 
to fame is its ability to wrap IFF images around 3-D objects for special 
effects not available in other Amiga rendering programs. 

If you buy Turbo Silver from a store, you get version 3.0. For $30 you 
can upgrade to 3.0SV from Impulse, Inc. and i strongly urge you to do so. 
Improvements include a hi-res wireframe editor, improved modeling 
capabilities, and support for the IFF ANIM format as well as the stereo 
Haitex X-Spex. Incidentally, if you use 3.0SV to generate an ANIM format 
animation, make sure you generate all the frames in a single session with 
Lock Palette on, or you'll have trouble playing back the animation with 
programs that don't support ANlMs with multiple palettes, like DeluxeVideo 
III. At this writing Impulse is on the verge of releasing Imagine, which is a 
major revamping of Silver, but the original is still very much worth having. 

Silver uses a method of path animation that's markedly different 
from Sculpt-Animate 4D's approach. A path's structure is the same in both 
programs — a series of vertices connected by edges. Unlike Sculpt, 
however, you can't reverse a path's direction. Also, a path in Silver needn't 
contain the same number of vertices as the number of frames through 
which the object is to move. Silver uses interpolation to move the object 
through equal-length segments of the path before each frame. The 
drawback of this procedure is that it's more difficult to simulate accelera- 
tion and deceleration. Also, since Silver moves the object before each 
frame, it's sometimes difficult to know exactly where the object will start in 
the first frame. You can get around this by generating the animation to all 
but the first frame . then copying the key frame (or the second frame) to the 
first frame and setting it up as desired. 

Silver uses a requester called Story to assign an object to a path. 
Story incorporates a number of unique features that can be a great deal 
of help in generating complex animations. First, an object can be scaled 
and/or rotated on any combination of the three axes, using either the 
object's own axes or the constant world ones. The rotation/scaling 
settings can be absolute, in which the specified total amount is spread out 
over the number of frames in the animation, or relative, in which the 
specified amount is applied on each successive frame. Next, the Story 
command's Y Align feature forces the object's Y axis to lie along the path's 
direction, constantly rotating the object if necessary. This is handy for 
animating aircraft and other vehicles. Finally, the Follow Me feature lets 
you assign a group of objects which will follow each other along the path 
in the order you specify, v/hich gives a train motion! 

Turbo Silver 3. 0, price: $ 1 99. 95. Impulse, Inc. , 6870 Shingle Creek 
Parkway ^112. Minneapolis. MN 55430, (612)566^0221. Inquiry ^227, 



.\o\v vou will have to wait till the computer paints all SO frames, 
one at a time, while moving the picture to the left. B)' the time it reaches 
frame number SO the picture has moved completely off the screen. So it's 
time to fill in the blank areas with another copy of the same background 
scene, which is still on the brush. 

Go to Frame #1 and again press FIO to hide the Menu Bar and 
Toolbox. Position the brush as far as it will go into the lower right corner 
of the screen, and press the left mouse button. You will not be able to see 
any of the brush in this position, but remember, the computer knows 
where it is. 

From the menu bar select ANTM, move again. Without changing 
anything in the move requester, select draw again, and watch as the 
computer paints the picture into the blank areas of all frames. 

Now the moving background is complete and you can check it out 
with key 4, It should move smoothly and continuously, as though it is one 
endless scene. Save it to disk as an ANIM file, labeled ZVV-BG. 

With ZW-BG still on the screen, go to Frame #1 and load the lo-res 
AnimBrush of Zeke Walking. Position Zeke where you want him in the 
frame. Composition-u'ise, it's best to place him slightly off center, facing 
toward the center of the frame. 

When Zeke is positioned, paint a copy of him there and select undo. 
Go to the move requester, set all distances and angles to zero, set the 
number of frames to SO, and select preview. When you are confident that 
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he is staying in the right position, press ttie space bar to stop the preview, 
then select paint. After Zeke is painted onto all frames, save the complete 
sccneasan ANIM file using a fresh, formatted disk, because this one scene 
will use a large portion of the disk. 

Press the 4 key to see the complete animation. If Zeke walks too fast, 
reset the frame rate, If he walks too slow, then the speed is probably being 
limited by your computer configuration, and there's nothing you can do 
until your system's memory is expanded. 

SEPARATE ANIMS 

This method requires a genlock, 2 VCRs, Deluxe Paint 111, and 
DekixeVideoIll. We will record the moving background onto videotape, 
then play it back through the genlock, adding Zeke Walking from the 
computer. The combined animation can then be recorded on another 
VCR. 

We will use the hi-res ANIM of Zeke W^ilking and combine it with 
an intermediate-res (interlace) background scene in overscan. 

We're now getting into a picture quality that is acceptable for 
professional video applications, with the character in hi-res and the 
background in what appears to be hi-res. I say that because, in a landscape 
such as this, most of the hnes are horizon ta] ornear- horizontal. And in int- 
res, near-horizontal lines liave no more aliasing than hi-res, because of the 
shape of each pixel. And the 32 colors are enough to allow for extra 
shading and detail. 

Set the format to interlace, overscan, in 32 colors. Change the page 
size to 704 X 480, which is exactly twice as wide as normal overscan. In 
animation terms this is 2 fields wide. Hold down the left cursor key to be 
sure you are seeing the left end of the page. 

Paint the background scene on the spare page, which is stili 352 x 
4S0 in size. The left edge should match the right edge, just like before. It 
is all right to include much more detail than we were able to use in the first 
method, because the computer will not be overworked by playing two 
ANlMs at the same time. VVhen the background scene is complete, save 
it to disk as ZW-BG-O. After the "save" is finished, press upper case J to 
copy it to the other page. Then press small j to see the other page. This is 
the extra u'ide page which \vi\\ become our final background. 

Hold down the right cursor key until the scene stops moving. This 
should bring us to the right half of the page, which is blank. Press j to 
return to the spare page, then upper case J to copy the picture again. 
Return to the oversize page and hold down the left cursor key. If the right 
and left edges ^vere matched correctly then you will not be able to see 
where the t\%'0 pictures meet. Thev will appear to be one continuous 
picture. Save as ZW-BG-I. The background is now complete. 

The next step is to record the moving background on videotape. 
Warm boot the Amiga with the DeluxeV'ideo III, Maker disk. Open the 
program. Double click on the view icon and select overscan. This estab- 
lishes the area of the screen we will see in terms of lo-res, even though our 
picture will be in int-res. Lengthen the scene to 1 minute by dragging the 
right arrow. Double click on the scene icon. 

Drag down a track icon, choose picture and load ZW-BG-1. Drag an 
effect icon down to the track and start it at .05 sec. Select sho\v. Drag a 
second effect icon to the track, select scroll and set the controls toX-4, Y=0, 
T=2. This controls the speed of movement. You can set it faster by 
increasing the X value, or slower by decreasing the X value. Drag the start 
arrow of the scroll to .05 seconds, and the end scroll arrow to the end of 
the scene, u'hich should be I minute. 

In the menu bar select project, play scene. The background should 
move smoothly for one minute. If everything looks all right, play the scene 
again while recording it on videotape. If you're using VHS, record at 
standard play (SP) speed for best picture quality. 

The final step is to play back the tape, feeding it to the video-in jack 
on the genlock, and at the same time play the hi-res ANIM of Zeke 
walking, using DeluxePaint III. If you have another VCR, connect it to the 
overlay or video-out jack of the genlock, and record the combined scene. 

ANIM OVER LIVE BACKGROUND 

This method requires a genlock, a video camera and tripod, one or 
tu'o VCRs, a TV, and DeluxePaint III. We will use the hi-res anim of Zeke 
Walking, and combine it with a painted background, or a live back- 
ground. This method also gives broadcast quality to the scene. The 




Memory & Animation 

by Chris Boyce 

THE FIRST RECOMMENDATION most experts make when giving 
advice on creating Amiga animation is that you have a lot of memory. 
Unfortunately, many Amiga owners would like to experiment in the world 
of animation, but don't have megs and megs of memory to work with. So, 
they give up before even getting started. But this doesn't have to happen. 
By ToTlowing a few simple steps, you can learn to more effectively utilize 
your system's available memory. By choosing the right software and using 
It properly, even users with 51 2K can create animations of substance. 
Those with one meg will 
learn how to create longer, 
more complex animations. 

Most Amiga users 
have a favorite resolution in 
which they prefer to work. 
Some like high resolution 
because there are less 
"jaggies". Others prefer 
lower resolutions or HAM 
because they can use more 
colors on the screen at one 
time. If you intend to trans- 
fer your final product to vid- 
eotape, remember to use 
interlace (i.e.. 320 X 400, 
640 X 400): it's necessary 
to maintain videotape sta- 
bility. However, if your ani- 
mation is only for playback on the computer screen, consider using a non- 
interlaced display (i.e.. 320 X 200, 640 X 200). You'lf find that not using 
interlace gives you about twice as many animation frames to work with. As for 
which resolution to use, keep in mind that the higher the resolution, the 
more memory required. A hi-res 640 X 400 screen uses about tv/ice the 
memory of a 320 X 400 screen, and you only can have half the number of 
colors on the screen at once. Many people are attracted to the large 
number of colors available in HAM mode. But you really should avoid it. 
unless you actually need all the colors it provides, because it also uses 
much more memory. Try to get by using 32 colors. If you select your palette 
carefully, you'll likely discover that 32 colors are plenty. 

One final mode to keep in mind is overscan. Depending on the 
degree of the overscan, it can use in the range of 30% more memory. Use 
it only when absolutely necessary. 

NUMBER OF COLORS 

The more colors in your palette, the more memory youVe gcing to 
find being gobbled up. Get by with as few colors as possible. If you don't 
need those 32 colors, don't even select a 32 color palette. Bear in mird that 
fewer colors means a simpler, less distracting animation. Using a two- 
color palette instead of a 32-color palette gives you five times as many 
frames to work with. One technique works especially well for animated 
titles and credits. Have the text and other objects "fly in" using just a two- 
color palette (i.e., black text on a white background). Then, once all of the 
components are in place, take the final screen of the animation, save it 
separately, increase the number of colors in the palette, and colorize it. If 
you have a slideshow-type program such as LightslCameralAction!, you 
can have that program play the animation and do a transition, such as a 
fade or wipe to the colorized screen. In the end, it appears that the black- 
and-white creation has been touched by a magic paintbrush and instantly 
colorized. 

PROG R A M MEMOR Y USA GE 

One frequently overlooked, yet obvious solution is to cut dovm on 
the amount of memory being used by the animation program itself, and 
any otfier programs that may be running at the same time. Don't multitask. 
The more programs funning (even very small ones), the less room you'll 
have for an animation. Close all unnecessary v/indov/s, and if possible 
close Workbench. If you're using a program such as DeluxePaint III, it's 
possible to load only a portion of the program into memory at one time. The 
problem with this method is that often as you select a new command, the 
computer will have to access the disk drive, thus causing a delay. But you 
will free up more memory to work with. 

COMPRESS YOUR ANIMATION 

If you try to create an animation with full-sized IFF screens you're 
not going to be able to tit many screens into memory before you run out 
of room. That's where file compression comes into play. The "ANIM" 
method of animation compression is currently the most popular compres- 
sion format and is also the closes! the Amiga comes to an animation 



60 



A.MAZf.yc; CoMrf "r/\G 



compression standard. AN I M works by saving the first IFF screen of a file 
and then saving only the changes In frames thereafter. If your animation 
program is not compatible with the ANIM standard, but can generate IFF 
frames, you can use the public domain program MakeAnIm to compile the 
tFF frames into an ANIM file. 

There is one inherent problem with using ANIM. The more changes 
between the frames of your animation, the slov>^er the playback program 
will cycle through the individual frames. In some cases, it can slow down 
to the point that you can easily notice a jump between frames. Be sure that 
the changes between frames are minimal, and playback will almost 
always be acceptable. 

DISPLAY RATE 

Animation works by tricking our eyes into blending individual still 
frames thai are displayea in quick succession to create the illusion of 
motion. Many animation programs allow you to choose the rate (mea- 
sured in frames per second) at which your animation is displayed. 

To get perfectly smooth animations, we might aim for a rate of 
around 30 frames a second, a rate that a lot of programs (especially ones 
using the ANIM format) can't achieve anyway. If perfectly smooth 
animation is not an absolute necessity, we can reduce the number of 
frames displayed every second, and the fewer frames displayed, the less 
memory needed. 

Ten frames a second Is about the bare minimum you can go to 
before the ilfusion of motion begins to fall apart. By choosing 1 5 frames per 
second we are generating only half the number onrames required at a rate 
of 30 frames a second. The choice is up to you, and you'll have to decide 
what sacrifices in playback smoothness you can make. A little bit of 
experimenting should help you see the differences. 

PIECING IT TOGETHER 

If an animation's final destination is videotape, you may be able to 
break it into smaller sections, which can be edited together when you 
record it onto tape , How successful this method is largely depends on what 
type of video equipment you're using. If you're using professional equip- 
ment, it shouldn't be a problem. Most professional systems are very close 
to frame accurate. If you're using consumer equipment and have an 
editing controller and flying erase heads, it shouldn't be too difficult, either. 
Just record the animation onto tape and edit it together at the proper 
points. The only trick is knowing where to make the breaks when you're 
creating the animation so that there aren't any jumps when the entire piece 
comes together. If don't have an editing controflerjt might be worth renting 
time on one somewhere. Otherwise, you can record one piece, pause the 
VCR. unpause. record the next piece, pause, etc. How accurate this will 
be depends on the machine and your sense of timing. Chances are, tt will 
be difficult to make smooth cuts using this method. 

SINGLE-FRAME RECORDING 

If you have a VCR capable of recording a single frame at a time and 
a controller for it that's hooked up to either the parallel or serial ports, this 
is a not-too-diificult way to conserve memory. 

Programs such as Photon Video Transport Controller and 
Videoscape 3D can drive these controllers to automatically record a frame 
as soon as the computer has generated it. If you don't have a controller 
hooked up to your Amiqa, you can display the frames manually and have 
the VCR record them for a frame as you display them. 

GENLOCKED BACKGROUND 

If you have a genlock, you can save valuable memory by creating 
your background separately from the foreground animation. This is easy 
if the background Is static. If it moves or changes in tandem with the 
foreground it's just a little more difficult. When you're done with the 
animation, record the background onto videotape. Then, play back the 
tape with the background, genlocking (keyinq) the foreground animation 
over top of the prerecorded background. Just make sure that when 
creating the foreground animation you make the background color Color 
Zero so that you can use it with the genlock. 

SELECTING YOUR SOFTWARE 

Some software operates in a low-memory environment better than 
others. 1 wo programs you might want to check out are MovieSetter and 
Fantavision. MovieSetter is easy and fun to use. It creates cartoonish 
animations of considerable length even on 51 2K machines. Fantavision 
uses a tweening method of animation where you create the keyframes, to 
produce decent length animations with surprisingly little memory. When 
you Ye shopping for animation software, certainly check out how well the 
software performs in a low-memory environment. By using your available 
resources properly, and making a few sacrifices here and there, you can 
create Amiga animations without a load of expansion memory. You will not 
have the same ease and flexibility more memory would provide, but you 
won't have to spend any more money, either. 



aiiiin«.itc'd chciracter h in hi-rcs, ^vhilc thcbnckground takes advantage of 
the maximum resolution allowed by your camera, and an infinite number 
of colors and shades. 

The technique is so simple that instructions are not needed. How- 
ever here are a few tips that might improve the final results. The painted 
background should beat least 4 fields wide. For taping it should be placed 
on a wall and the center of the picture should be exactly the same height 
as the camera lens. 

Use a solid tripod with a fluid head for best results. Back up the 
camera as far as is practical from the picture, and use the lens in a telephoto 
position. Both picture and tripod head should be perfectly level. Use 
plenty of light on the picture. 

The video signal from the camera goes directly to the video-in jack 
on the genlock. The video-out from the genlock goes to the video-in of a 
VCR, and it should be hooked to a TV so you can see the combined scene. 
Load the ANIM Zeke Walking and let it run continuously. Practice 
panning the camera several times before recording the scene on tape. 

If you choose a live background, it should be recorded on tape 
while the camcorder is moving at a walking pace. The camera and tripod 
can be mounted on a car, a golf cart, an ATV, wagon, wheelchair, or 
anything else that can roll smoothly. And the camera should be looking 
90 degrees to the left of the vehicle. As in the second method, the taped 
background is played back through the genlock, and Zeke is added from 
the computer. 

This completes your short course in cartoon animation. Whichever 
method you choose, I hope it serves both as a learning experience and a 
sourceof inspiration, encouragi]ig vou to tackle more and varied projects. 
Animation still holds a fascination unmatched by live drama, and cartoon 
characters never become obsolete because of dated fashions or fads, 

*AC* 
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3-D Professional 

Price: SA99.9S 

[nquiry ^222 

Animation Slot ion 

Price: S99.95 

Inquiry ^223 

Progressive Peripherols 

& Software 

464 KGlarrafh St. 

Denver, CO S0204 

(303)825-4144 

Aegis ANiMogic 

Price: SI 39.95 

Inquiry *243 

Aegis ProMotion 

Price: $99.95 

Inquiry -244 

Aegis \^deoECGpe 3D 

with PfoMotlon 

Price: SI 99.95 

Inquiry ^245 

Spectre Color 

Price: S99.95 

Inquiry ^246 

OXXI/Aegis Deveiopfrsent 

1339 E, 28th St. 

Long Beach, CA 90506 

C2 13) 427-1227 

Cofigari Broodcost 

Price: S3495.00 

Inquiry r^25l 

Coligcri Pro Animate 

Price: $1995,00 

Inquiry ^252 

Octree Softwore. inc. 

3^} West 43rd St 

Suite 904 

NevvYork. NY 10036 

(212)262-3116 



DeluxePoint III 
Price: 5149,00 

Inquiry ^228 
DeluxeVideo ll' 
Price: SI 49.95 

Inquiry *230 

Electronic Arts 

1820 Gateway Drive 

Son Mateo. CA 94404 

(800) 245-4525 



Digimote 3 

Price: S39,95 

Inquiry =253 

Pogeftipper Plus F/X 

Price: S299.00 

Inquiry #254 

PageRender 3D 

Price: SI 59.95 

Inquiry -255 

Mirvdwcre [ntemotiono! 

no DunlopW. Box 22158 

Borrie. Ontario, Conado L4M 5R3 

(705) 737-5993 



Sculpt' Animote 4D 

Price: S499.95 

Inquiry ^225 

Sculpt-Animote 4D Jr. 

Price: 5150,00 

Inqurry ^226 

Byte Dy Byte 

Arboretum Pioza ll 9442 

Capitol of rXHwy, N.St, 150 

Austin TX 78759 

(512)343-4357 



The Director 

Price: 3129.95 

Inquiry #248 

Right Answers Group 

P.O. Box 3699 

Torrance. C A 90510 

(213)325-1311 



Dig i- View 4,0 

Price: S 199.95 

NewTek 
215 E. em St. 

Topeko. KS 666C3 

(913)354-1146 

fnquiry *229 

Forms in Flight 2 

Price; $119,00 

Inquiry =249 

Contour SofTvvore Inc. 

P,0. Box 4400 

Redo n do Seach, C A 90278 

(213)542-2226 

ImoQine 

Price: S35O.0O 

Inquiry -^256 

Turtx> Silver 

Price: 5199.95 

Inquiry #227 

Impulse, Inc. 

6870 Shingle Creek Pkwy ^ 1 1 2 

Minneopolis, MN 55430 

(612)566^)221 



MovieSetter 

Price: $99.95 

Inquiry <^247 

Gold Disk. Inc. 

51 55 Spectrum Woy, Unit 5 

MisstssGugq, Ontario 

Canada L4W 5A1 

(416)602-4000 

The Animation Studio 

Price; $179-95 

Inquiry ^207 

Wolt Disney Computer 

Soft'.^are. ir^. 

SCO S. Buena Vista St. 

Burbonk.CA 91521 

(818)567-5363 

Zoetrope 

Price: SI 39.95 

Inquiry *250 

Antic Pubiishtr^g 

544 Second St. 

San Francisco, CA 94107 

(415) 957-0886 
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Programming in AmigaBASIC 

the shotgun approach revisited 



by Mike Morrison 



so, YOU READ LAST MONTH'S ARTICLE on implementing a 
shotgun approach to AmigaBASIC (AB) (Amazing Cotuputiug, 
December 1990, pp. 44-45) and you still want to learn how to 
program in the language. You probably want to use it to solve 
some of life's most complex problems like: When does then 
become now? How much tea is in China? And how many French- 
men does it take to change a light bulb? 

RECURSION 

In order to solve these problems and many more we will 
need to use recursion. You may be wondering what recursion is. 
What recursion is. What recursion is. What recursion is. Recur- 
sion is when you do something repeatedly. Over and over. The 
same task again and again. An example of this would be your 
daily routine. Your alarm goes off, you get up, bathe, get dressed, 
grab a cup of coffee, take an aspirin for your headache, shut off 
your alarm (no wonder you had a headache), and drive to work. 
All this to find out that it's Saturday. This is recursive because you 
do it everyday, over and over, till you die. 

SKIN A CAT 

As in skinning a cat there are many ways to program 
recursion. We'll take a look at the worst way first and then a few 
alternatives: 



sentence I$«''Your alarrn gees off. You get up." 
sentence2S=''YQu bathe, get dressed, anc have a cup of coffee. 
sentence 3 5=" Ycu drive ^o worX." 
sentence 4 $=*Over and ever till you die.* 

here: 

PRIHT senr.encelS 

PEINT senzer*ce2S 
PRINT sentence3S 
PRINT sentence45 
GOTO here 



After you type this in RUN it. Your life will pass in front of 
your eyes. This program will actually run forever unless we stop 
it. When you're done gazing at your life press the Ctrl key (above 
tine left shift key) and the letter C at the same time (or select Stop 
from the menu). This will halt our little program. 

hi the above example we used a label named HERE (you can 
use anv word or numbers for labels), and the AB command 
GOTO. The program starts at the beginning and assigns the text 
between the quotes to the string \'ariables to the left. Then AB 



encounters the label HERE which it remembers and then ^oes to 
the four PRINT statements. The PRlNTs display the contents of 
the variables which we assigned at the beginning. Then the 
GOTO statement is reached. This tells AB to go to the label named 
HERE. HERE is just above the PRINT statements. Then the 
PRINTS print, and the GOTO sends the program back to the 
HERE label. This continues forever. 



THE FOR AND NEXT COMMANDS 

Another approach to the previous example would be to use 
the FOR/NEXT loop. The FOR command and the NEXT com- 
mand work together to form a loop. Let's reuTite our example 
using a FOR /NEXT loop: 



sente.icelS'»''Ycur alarm goes off. V'ou get up.'* 
sentence2S"''Ycu bathe, get dressed^ and have & cu? of coffes. 
sentenceSS-'Ycu drive to work.* 
sent e.nce4S=^"' Over and over till you die." 

FOR X » 1 ru ICOOOO 
FRUIT sentence IS 
PRINT seritence2S 
PRINT seritence35 
PRINT sentence4S 
KEXT X 



Using the FOR /NEXT loop produces the same results as the 
GOTO and HERE label above. All except for one thing. The above 
FOR /NEXT loop will continue until the variable X is greater than 
100000. The FOR command starts the X variable out at 1. The 
PRINTS are executed and AB reaches the NEXT command. This 
tells AB to go back to the associated FOR command. First, AB 
checks to see if the variable X is greater than the second part of the 
FOR command, in this case 100000. If it is then AB would not go 
back to the FOR command but would continue to the next 
command after the NEXT command (in this case there is no 
command after the NEXT so the program w^ould end). 

In this next example (no pun intended) we will use a 
different variation of the FOR /NEXT command. 



PRINT "Prepare for the shuttles launch. 
FOR seccnds_left = 10 tc I S?E? -1 
PRIK7 ser:Gnds_l©f^ 
NEXT sec=nds_:eft 
FEINT "Blast 3ff*l*;* 
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1^^ Trumpcard Professional. . . 

[ the Frontrunner in SCSI disk controllers 



^f State of the art users deserve 
state of the art hardware 



.^y^ Trumpcard Professional is a new generation SCSI controltei 
^' card for the new generation of 20 Megabit per second 
i:y^ ^ drives. While Trumpcard Professional is incredibly fast 
^-r^' with drives of any speed, its performance is , ^ o 

;;^'^'' ■ unmatched with the new generation drives, up to an ' r''' 

' unprecedented 1.9 MEGABYTES per second with 
DPERF2! Trumpcard Professional is state of ^ _, ^ 

the art. From its surface mounted custom gate array ; "* 

for swift, smooth and seamless data transfers to 

its new TCUTILS 2.0 utilities with the look and ^ 

feel of the new WB 2.0, Trumpcard Professional 

sets a level of performance and functionality oth- ''^, -:..- 

ers can only aspire to attain. % 

Auto mounts all partitions up to 1 minute after ' .■ -^' 

RESET, slow partitions don't hold up autoboot. ^^ 

Full support for removable media built into auto- . 
boot ROM. No need for DISKCHANGE. ^ 

Full implementation of RDB's and standard ^ \ 
Direct SCSI interface. \ 

User selectable Trumpcard SCSI ID for 
SCSI bus arbitration allows multiple 
computers to share hard drives. 
Supports all drives at 1:1 interleave for^ 
fastest data transfers possible. ^^ 
Full Mac emulator support. 
1 year warranty on parts an 
labor. 

Naturally, Trumpcard 

and Trumpcard 500" X ^^ 

owners can \_ <^' 

upgrade ^~ 

with iVS* 

Trumpcard 

plus $100 

upgrade 

policy. Call iVS 

for detatis. 

Upgrade available 

from manufacturer only. 




-*' Af.^ 



Trumpcard Professional 
List Price: $279.95 
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INTERACTIVE VIDEO SYSTEMS • 7245 Garden Grove Blvd., Suite E • Garden Grove, CA 92641 • Voice; (714) 890-7040 • Fax:(714)898-0858 
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AC'S TECH Dealers 



AC's TECH For The Comwodorc Arnica is available now at the ttillowiiig Amazint; Dealers. If voiir local 
Amiga dealer is not on this list - tell them they slniuld be! If you are an Amiga dealer and would like lo 
carrv AC's TECH at vt>iir location, or vou can't find AC's TECH in vonr area, call us toll free at: 



1 -800-345-3360 



Best Electronics 


The Creative Edge 


Professional fw^icro Systems 


Page One Newstand 


Lauer Todd Computer 


Anchorage. AK 


East Ketchum, ID 


Baltimore. MD 


Albuquerque, MM 


Solutions 
Newtown, PA 


Alabama Computers Etc. 


D Software & CADDs 


Software Advantage 


Computer World 




Hunlsville, AL 


Bloomingdate. IL 


Rockville, MD 


Us Vegas, NV 


North Digital System 
Danville, PA 


The Computer Image 


Franco Computers 


Skylight Software 


Computer House 
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Peorra. IL 
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Pittsburgh Computer Store 
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Commodore Connection 


Megabyte Computer Works 


Better Mousetrap Computers 
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Software Hut 
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Computer Concepts 
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Global Software 
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Ring Software 
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Warwick. Rl 


Computer Nook 


Software Plus 


Michigan Software 
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Novi, Ml 
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The Computer Place 
Woonsocket, Rl 


Dataphife 


Software Plus Chicago 
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Watsonville, CA 


Chicago. IL 


Systems 
Grand Rapids. Ml 


Latham, NY 


AVCOM International 
West Columbia, SC 


Harding Way News 


Software Plus West 




Ray Supply 




Stockton, CA 


Hanover Park. (L 


Rite Way Computers 
Warren, Ml 


Plattsburg, NY 


A&E Software 
Groves. TX 


KJ Computers 


Computer People 




The Microworks 




Granada Hills. CA 


Michigan City, (N 


Slip Disk 

Madison Heights, Ml 


BuHalo, NY 
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Computer 


Micro Galaxy 


Computer Products Unlimited 




The Computer Cellar 


Richardson, TX 


Santa Rosa. CA 


Ft. Wayne. IN 


Slipped Disk 
New Baltimore. Ml 
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Software Library 


Amazing Computers of 


CPU Inc. 




Video Computer Center 


Wichita Falls, TX 


Denver Inc. 


Indianapolis, IN 


Softwarehouse 


Rome, NY 
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Kalamazoo. MI 




The Computer Experience 
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Computers 
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AC TECR Amiga 




Technically Speaking, 
It's the First. 



Check out the 
premiere issue, 
on sale now: 



%/ ^AU Amiga! 
t/ 'All technical! 
% ^All original! 

y^ All programs 
included on disk! 



Contents 

January, 1991 Vol. 1 No. 1 

♦ Advanced Disassembling: Magic Macros 
with Resource 

♦ Building the VidCell: 256 Grey-Scale 
Digitizer 

♦ An Introduction to Interprocess 
Communication with ARexx 

♦ An Introduction to the ilbm. library 

♦ The Use of Recursive Programming 
Techniques In Conjunction with DOS and 
EDIT for Hard Disk Backup 

♦ The FastBoot Super Boot Block: Creating a 
Bootable, Recoverable RAM Disk 

♦ AmigaDOS for Programmers 

♦ Adapting Mattel's PowerGlove to the Amiga 

♦ Using Proportional Gadgets from Absoft's 
FORTRAN 



i/ Be sure to get your copy today ... 
before they're ALL GONE! 

Get the Premiere January 1991 Issue for $14.95. 
Charter One-year Subscription - Four Issues - only $39.95! 

(limited time only) 



AC'S TECH- from the Amiga technical information publishing lender - P.i.M. Publications, Inc. 




Continue the Winning Tradition 

With the SAS/C Development System for AmigaDOS 

Ever since the Amiga'^ was introduced, the Lattice" C Compiler has been the compiler of choice. 
Now SAS/C picks up where Lattice C left off. SAS Institute adds the expenence and expertise 
of one of tlie world's largest independent software companies to the solid fomidation built by 
Lattice, Inc. 
Lattice C's proven track record provides the compiler with the following features: 

► SAS/C Compiler ► Macro Assembler 

► Global Optimizer ► ^^^ Screen Lditor 

► Blink Overlay Unker ► Code Profiler 

► Extensive Libraries ► Make Utihly 

► Source Level Debugger ► Programmer Utthties. 

SAS/C surg^ ahead with a host of new features for the SAS/C Development System for 

AmigaDOS, Release 5.10: ^ .,,.., ,1 t .■ 

► Workbench en\ironment for all users ► Additional librao" functions 

► Release 2.0 support for the ► Point-and-click program to set 
power programmer default options 

► Improv-ed code generation ► Automated utility to set up new projects. 

Be the leader of the packl Run with the SAS/C Development System for AmigaDOS. For a 
free brochure or to order Release 5.10 of the product, call SAS Institute at 919-B77-8000, 
extension 5042. 



S.\S and S^S/C an- n'gjsifred irad<Tnarks of S^VS Irtstituie Inc., 
Cary, NC. I'S^ 

Otlier brand and product names an* trademarks and rp|?stf red 
trademarks of Uicir re^wcthe holders. 




SAS Institute Inc. 
SAS Campus Drive 
Car>',NC 27513 
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In this example you probably noticed two tilings different 
from the last example. One, we used a variable called 
SECONDS_LEFT instead of X. Second, we used the STEP part of 
the FOR command. In this example the variable SECGNDS.LEFT 
is started with a value of 10. The PRINT command displays the 
value of SECONDS^LEFT and AB reaches the NEXT command. 
AB checks to see if SECONDS_LEFT is less than the second part 
of the FOR command, this time it is 1. 10 isn't less than 1 so AB 
goes back to the FOR command. Now the variable 
SECONDS_LEFT is decremented by 1 becauseof the STEP-1 part 
of the FOR command. This makes the value of SECONDS_LEFT 
at 9. Eventually SECONDS^LEFT will be less than 1 and the 
program won't go back to the FOR command but will continue to 
the next PRINT command. 

WHILE AND WEND COMMANDS 

This time we will rewrite the last example using the WHILE/ 
WEND commands. You will see that they are somewhat similar 
in function as the FOR/NEXT commands. 



seconds_Ie£t » 10 

PRiXT ^Prepare for the shuttles launch - 

KHIliS 3ecor,d3_left <> 

PRINT seconds^ieft 

seconds_ieft » seconds_left - i 

WEND ~ 

PHINT "Blase off! Ill" 



' The first line sets the value of the \-ariable SECONDS_LEFT 

to 10. The WHILE and WEND loop will continue until the 

j equation supplied with the WHILE command becomes false. In 

; this case the loop continues until SECONDS_LEITdoes not equal 

, (the "<>" signs mean not equal to). At this pointSECONDS_LEFT 

I is equal to 10, and 10 does not equal so the loop continues. 

; When we used the FOR/ NEXT loop, the FOR command 

automatically incremented or decremented the variable sup- 

I plied. With the WHILE command we must do it ourselves. This 

is done with the SECONDS.LEFT = SECONDS^LEFT - 1 . Before 

this statement SECONDS_LEFT equals 10. Then we subtract 1 

I from SECONDS_LEFT which is 9. Then we put that value back in 

! SECONDS_LEFT. Then AB encounters the WEND command 

and the program is sent back to the WHILE command. Once 

SECONDS^LEFT is decremented to the loop will end. 

There are many ways to program recursion, and many are 
much more complicated. Take a look at other programming 
articles that have highlighted recursion. What we covered this 
month should give you a good start on recursion and looping, 
These ideas are used often in programming and you should take 
the time to understand them and experiment. Here is one more 
quick example using the VVHILE/WE.ND commands. Before you 
run it take a guess at what you think will happen. (Clue/ the 
computer looks at any value other than as being true.) 



iVHILE 1 

PRIST ''Forever 
WENO 



is i long tiffie. 
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by Stephen Kemp 



THIS COLUMN HAS BEEN DEDICATED for some time nou' to 
teaching the C programming language. Now it is time for a test. 
Most of the code examples and questions that follow will focus on 
areas that cause the greatest number of problems and /or bugs. To 
simplify the grading process, the answer to each test question will 
be supplied immediately following the question. But, don't cheat! 
Think about your answer before reading mine. 

Question; How do you declare a string variable in C? 

Answer: Did you think about the answer before you started 
reading this? In any event, this first one was a trick question. 
There is no "string" variable type in C. Technically, you must 
declare a character array and only logically treat it as a string (i.e., 
char var[30];). I suppose this question wasn't really fair if the C 
language is the only one considered. Some other languages, 
however, do offer "string" variable types that are distinguished 
from arrays of characters and this was the point that I ivanted to 
make. 

Question: Consider the following declaration: char * var [5] ; 

This declaration defines: A) a character array of length 5; B) an 
array of 5 pointers where each points to a char; C) a pointer to an 
array of 5 characters. 

Answen The answer is B — an array of character pointers. This is 
a common stumbling block for many novice C programmers, but 
even an expert can trip over it occasionally. Typically, this type 
definition is mistaken for a pointer to a character array — espe- 
cially when seen in a prototype without the array index (char * 
varO). It is usually mistaken because we read left to right while 
variable definitions should be evaluated from right to left. Starting 
from the right, you first see the array brackets; the variable name 



can be skipped and that leads to the pointer indicator C"); finally, 
the far left reveals the char data type. Tlnis means we have an array 
of 5 pointers — each pointing to a char. 

Question: What is wrong with the following code? There may be 
more than one item amiss. Try not to concentrate on what the code 
is trying to accomplish and concentrate only on finding any 
syntax and /or logic problems. 

se- rr.es ssge ( void ) 



char :r.es5age[5] ; 
char "^ptr; 
int ndx; 

ptr = "Hello"; 

for( ndx = 1; r.dx <= 5; ndx+-} { 

message [ndx] - ""ptir; 
} 
return (message) ; 



Answer: There are five distinct problems in this function: 1) The 
assignment of the variable array, message, begins in the second 
element position. Remember: Array indexes begin with the zero 
element. Since message is a local variable, and not yet initialized, 
the zero element will contain an undetermined value. The "for" 
loop in this example should begin with: 

for ( ndx = ; 

2) Trying to index into the array with an index of 5 (the last 
execution of the loop) will exceed the defined array length. Again, 
recall that array indexes start with the zero element. This means 
that the "maximum" index is one less than the constant used to 
declare the variable. The loop should be wT^itten to terminate 
wlien the index 5 is reached: 
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TeleGraphics International, creators of exceptional 

instructional tapes is proud to present iL-^ latest training 

Series on NewTek's remarkable Video Toaster. 
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TeleGraphics International 

605 Dock Street, Wilmington, NC 28401 

(919)762-8028 

Mastervarri dt Visa accepted Suggested retail: $49,95 
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the pointer must have been 'leased" on some variable passed to 
the function. 

Although there may be several other more subtle concerns re- 
garding this function^ I believe these are the 5 primary flaws. Did 
you discover them all? if so, did you kno^v how to correct the 
problems? 

Question: Assume the variable x is an integer. What value wovild 
be computed for x in the following equation? 

X - 3 + 4 - S; 

Answer: 35. Remember the precedence of math operators. Mul- 
tipHcation is higher than addition, therefore 4 will first be multi- 
phed ivith 8. Then 3 will be added to the result. 

Last Question: Can you find any flaws in the following function? 

void pririt:_value ( long niuti ) 

{ 

printf(''The val-j€ is = %d.\r\n", nurr.) ; 

} 



Answer: There is only one problem in this fi,mction. The param- 
eter variable, num, is declared as a long type. When printing longs 
using the printf function, the format character(s) supplied in the 
format string must specify this fact. This is accomphshed by 
placing the letter "V (for long), between the format indicator (%) 
and the data type indicator (d). The result should look like this: 



for ( ndx =0; ndx < 5; ndK+'^) ( 

3) The character pointer, ptr, is initialized to point at the word 
"Hello", yet the pointer is never incremental beyond the first 
character. This means that each element of the character array, 
message, will contain the letter "H" (except the first position 
which was skipped) and not the word "Hello". To correct this 
sittiation, we can change statement 9 to read: 

message tnd>;J ^ ^■ptr++; 

4) The fimction was not defined as returning a character pointer 
which we have to assume is intended bv the return statement. By 
default, it will assume an integer return \'alue. This means that, 
even if the compiler did not balk, the function would only return 
the integer portion of the address of the variable message. If a 
pointer must be returned, the function should be declared Hke 
this: 

char "^ setjinessage ( void ) 

5) Even if the function is declared to return a pointer, returning a 
pointer to a local variable is not appropriate. Once a function 
completes (returns), the local stack space where variables were 
declared becomes technically "undefined". Whenever a function 
must return a pointer, it must be a pointer of a global variable or 



pr in t f ( "The va lue is = % 1 d - \ r \ n " , nurri ) ; 

It is possible that this function only requires the short integer 
portion of the parameter. If this is the case, then the fimction 
should still be changed to look like this: 

printf {"The value is = %d.\r\n*', Ishort int) num) ? 

If the casting operation is omitted (as it was in the test 
question) then an incorrect number of bytes w^ill be pushed onto 
the stack. In this example, it may go undetected. If, however, you 
were attempting to print more than one variable within this 
particular function call, passing the incorrect number of bytes 
would interfere wdth the subsequent printed values. 

That concludes the test for this month. Ho^v did vou do? Of 
course, these fe^v questions could not come close to testing your 
knowledge of the C language. Specifically, 1 tried to concentrate 
on the most frequently encountered problenns. If vou missed one 
or two, do fret too much. Now you know \vhat vou need to work 
on. Don't w^iit to make a mistake in an important program: do a 
few experiments now, to clear up any confusion. 

'AC- 
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[The slntemeuts and projections presented 
in "Roomers" are rumors in the purest sense. 
TJwbits of information are gathered by a third- 
party source from whispers inside the indus- 
try. At press time, they remam unconfirmed 
and arc printed for entertainment value only. 
Accord inly, the staff and associates of 
Amazing Computing™ cannot he held re- 
sponsible for the reports made hi this column.] 

ONCE AGAIN, IT'S TIME for The 
Bandito's fearless predictions for the Neiv 
Year. You may recall that last year The 
Bandito successfully predicted that Elvis 
would be found living with Jimmy Hoffa 
under an assumed name, thatjackTramiel 
would lose 50 lbs. on a diet he learned 
from space alienS/ and that Commodore 
would decide not to buy Apple Computer. 
An impressive track record, to be sure, but 
let's see if it can't be beaten this year. 

And so, without further ado, here are 
The Band i to' s "Fearless Predictions for 
1991": 

(1) Commodore's CDTVwillbeatCD- 
I to market, even though CD-I has had 
several years' head start. By the end of the 
year, over 100,000 CDTV units will be 
sold. More than 200 CDTV-format soft- 
ware titles will be available by the end of 
the year. 

(2) The price for an A500 and monitor 
will drop to below $500 by the end of the 
year, causing sales to jump more than 
50%. The Amiga 500 will begin to find its 
true destiny as the rightful heir to the C-64 
as the home computer of the 1990s. 

(3) Commodore will introduce at least 
one 68040 machine and a full 24-bit graph- 
ics card. Prices will be lower than that for 
similar machines from other manufactur- 
ers, but they will not be cheap. 

(4) Workbench 3 will be announced 
for shipment in 1992. Among the new 
features will be support for 24-bit graph- 



fey The Bandito 

ics, outline fonts, multiple monitors, and 
virtual memory. 

(5) The Amiga will become the ma- 
chine of choice for video professionals, 
primarily due to the success of the Video 
Toaster. 

Mark those predictions do wnon your 
calendar. And now, some current news 
from the u^onderful w^orld of Amiga. 

YOU MAY REMEMBER The Bandito 
mentioning some troubles at Mediagenic, 
Well, the company has finally taken some 
drastic steps to fix things. Mediagenic has 
undergone a major reorganization, start- 
ing by resetting their 1991 sales goals from 
$60 million to $30 million and getting rid 
of around 50 people. They've also sold 
some of their businesses to get some oper- 
ating capital, and renegotiated some of 
their debt to give them some breathing 
room. 

Will this massive belt-tightening 
work? Only time will tell, but Dr. Bandito 
says this patient is in bad shape. To the 
discerning eye, Mediagenic looks like 
Mind scape did before it was bought out 
by Soft^vare ToolWorks: a poor selection 
of software titles, but with the rights to 
produce more Nintendo carts than it can 
make. In other words, a very attractive 
buyout target, although there are a huge 
pile of liabilities. Mediagenic may well be 
in such bad shape that it can only continue 
in business as is, since that's the only way 
its creditors can ever hope to see any of 
their money. 

SO WHAT'S HAPPENING at the Big C 
itself these days? Well, Commodore for- 
mally announced its A2410 graphics card 
(that's the card developed at the Univer- 
sity of Lowell) and Unix V Version 4 at a 
European trade show. Both were shown 
running on an A3000, doing some graph- 



ics demos with impressive speed, and 
attracting many admirers. The Bandito 
has discovered that A MIX (Amiga Unix) 
is being beta tested by several different 
universities. Expect to see it available by 
early 1991. Commodore has high hopes 
for the UNIX market, although the Bandito 
thinks that UNIX should be classified as a 
curable mental condition and hea\y L^TX 
users should be put through detox pro- 
grains. Hey, it makes MS-DOS look el- 
egant, OK? The definitive propeller-head 
operating system. Why anyone wants to 
mess up an Amiga by running UNIX on it 
is a mystery. Maybe Dale Luck can pro- 
vide an answer., .are you out there. Dale? 

.A^nyhow, the A2410 card uses the TI 
34010 graphics chip to give you a maxi- 
mum resolution of 1024 x 1024 pixels (with 
a hi-res monitor) and 256 colors from a 
palette of 16 million. With Commodore's 
new 1950 multiscan monitor you can get a 
resolution of 800 x 800 pixels. Not bad for 
a little old Amiga, and at a very reasonable 
price, too. At least, the Bandito heai'S that 
the price for the A2410 will be well under 
SI 000; let's hope that prediction comes 
true. 

Commodore has finally entered the 
portable computer business! No, not with 
a portable Amiga, but a portable PC built 
by Sanyo. Seems Commodore is still try- 
ing to keep that MS-DOS line of comput- 
ers alive. What about a portable Amiga? 
It's possible, but not likely any time soon, 
according to The Bandito's sources. Pro- 
totypes have been built, but the market 
still isn't there yet. We likely won't see one 
for a long time, unless it comes out from a 
third-party manufacturer. 

The Bandito hears many strange 
things floating past on the endless 
datastream. One of the strangest concerns 
a possible deal between Commodore and 
Sun (those Unix workstation hots hots). 
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It's bizarre, but Tlie Bandito will pass it 
along for your amusement. It seems that 
Commodore might take over Sun's Intel- 
and Motorola-based works ta tion business, 
as a way to get into the Unix market if the 
A3000 doesn't set the Unix world on fire. 
So, Sun would concentrate on its 
Sparcstations, while Commodore would 
inherit the machines that aren't selling all 
that well (the ones based on S03S6's and 
6S030's). 

HOW'S THE SOFTWARE business going 
lately? Glad you asked. The Software 
Publishers Association reports that DOS/ 
Windows, Macintosh, Apple II, Amiga, 
Unix, and OS/2 formats all posted sales 
gains, but Commodore 64/128 software 
sales plumn^eted bv32.7 percent. For some 
strange reason, Apple II software sales 
grew 10 percent for the first half of 1990 
after dropping like a stone last year; The 
Bandito believes it's due to the stubborn 
education market. Certainly there's not 
much developmental effort there. Have 
you looked at an Apple U magazine lately? 
If you can find one, you'll see that it's 
thinner than the average politician's in- 
tegrity. Just not much to talk about or 
advertise in the Apple II business these 
days. Meanwhile, Amiga software sales 
shot up 34 percent, with word processing 
up SO percent. The Bandito hears that 
Pro Write has been doing very well lately. 

THINGS ARE HEATING UP in the hard- 
ware market. Some new players have en- 
tered, and we can expect to see some 
battles for position. G VP is at the top of the 
heap right now, but AppKed Engineering 
is coming in with their guns a-blazin'. 
California Access, best known for their 
3.5" add-on drive, also has a slew of hard- 
ware products headed for the market- 
place. And that's just the big players in 
this new market war. The Bandito expects 
some heavy advertising saivos to be fired, 
and some innovative new hardware to be 
developed. And don't be surprised if the 
competitive pressures start forcing prices 
down. Gee, that wouldn't be too bad, now 
would it? 

Laser printer prices are already 
plummeting; you can find several models 
for under SI 000 now, and prices are still 
heading down^vard. The Bandito thinks 
that Commodore should bring out that 
laser printer (the one they've been fooling 



with in the labs) under their own label 
with a killer price tag. Of course, a color 
laser printer would be the perfect com- 
panion for the Amiga, don't you think? Or 
maybe just a good color Inkjet for under a 
thousand dollars. Make that one where 
the ink cartridges don't cost an appre- 
ciable fraction of the national debt, will 
you? Thanks. 

In other hardware news, tape backup 
systems (once found only on mainframes 
or MS-DOS computers) are making their 
way into the Amiga market. Several are in 
development; it's now going to be a lot 
easier to back up your hard drive. Prices 
shouldn't be too much higher than for 
MS-DOS tape backup; figure somewhere 
around S700. 

THE NEW CHEAP MACINTOSH lineup 
has Commodore a bit worried. The 
Macintosh LC is a 6S020-based machine 
that will sell for about $2,300 (street price) 
with a 40 MB hard drive and 2 meg of 
RAM. It does 256 colors out of 16 million 
at a resolution of 512 x 384; in fact, if you 
add some video RAM, it can do 32,000 
colors at that resolution. This one's aimed 
squarely at the Amiga 2500, and Commo- 
dore won't take it lying down. The one 
drawback to the Mac LC is that it won't be 
out in big numbers till February or so, 
giving Commodore time to prepare its 
countermeasures. The Bandito expects 
large price cuts on the A2000 line in re- 
sponse. 

Of course, the Amiga isn't the only 
computer threatened by the new Macs. 
The Apple He, lie and the IIGS are all on 
the chopping block when the Apple He 
emulator card for the Mac comes out in 
March. Apple officials are dropping ever 
more pointed hints about the coming de- 
mise of the Apple II, though they're trying 
to be cagy enough to get rid of all their 
inventory. Looks like we won't have the 
Apple n to kick around anymore after 
next year. So much for "Apple II Forever" . 

What can Commodore do to keep the 
A2000 competitive? Well, a redesign of 
the motherboard would substantially re- 
duce costs by combining chips into VLSI 
chips, and using surface mount techno h 
ogy to reduce production costs. Design- 
ing a case that's easier to construct would 
also help reduce costs. Perhaps they could 
even develop a case that's easy to remove 
with a few snaps, rather than a bunch of 



screws. How low-tech! And a little design 
sense, like that shown with the A 3000, 
would help immensely. Right now the 
A2000 looks Hke an industrial designer 
who specializes in tanks produced it in his 
spare time. 

And while you're at it, Commodore, 
you can go ahead and turn that stupid 
monochrome video jack right back into a 
standard NTSC output. Sure, it wasn't the 
greatest signal in the world, but it made 
the computer ideal for video right out of 
the box. Now, you have to pay extra for 
that capability. Of course, that's really 
what you need to do for the A 500, too. 

While The Bandito is looking at the 
A500, maybe a motherboard redesign 
there would save some money, too. Look 
into getting a better power supply, too. It 
^vould be nice if you could make the unit 
lighter, and perhaps even design it to ac- 
cept a snap-on LCD screen to make it 
portable. Really, it could be made small 
enough to fit into a briefcase, and certainly 
light enough. Now there's the way to bring 
the world a portable computer! And if you 
could find a way to stuff in an internal 
Zorro slot and room for an optional bat- 
tery pack, you'd really be cookin' with 
gas. 

WHILE WE'RE ON THE TOPIC of hard- 
v^are manufacturers, NeXT is probably 
the only PC manufacturer who's sold 
fewer units than Commodore, Their new 
machines may do better, though. The price 
is lower and the performance is higher, 
and thev finalh^ added color. Still no frames 
for them, though, and what's a computer 
without some games? The Bandito pre- 
dicts that the NeXT machines will become 
the LavaLites of the 1990s: cute, expensive 
toys that get relegated to the attic. 

The European market that has been 
so strong for many Amiga developers may 
experience a slump next year, according 
to some. Seems that sales of all kinds of 
computers are lower than the heady 
growth rates experienced in the last few 
years, and this naturally affects the sales 
of peripherals and software. 

That's it for this month. I hope to have 
even more inside information next time, 
although breaking through security seems 
to be getting harder and harder... 

•AC* 
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by R. Bradley Andrews 



SHADOW OF THE BEAST II & 
THE KILLING GAME SHOW 

Psygnosis has carved out an inter- 
esting niche for themselves. All their games 
make use of high-quaiity graphics and 
rather bizarre themes. Two of their recent 
releases continue in this trend, and are 
sure to provide many hours of challenge 
to Amiga players. 

Shadow of the Beast IT is a sequel to 
the original game. It seems that the evil 
lord is furious about your success over 
his minions in the first volume. The saga 
continues u'ith his kidnapping of your 
little sister; now, you are her only hope. 
As this game begins, you are positioned 
just outside the edge of the Dark Realm 
and you must fight your way through 
waves of foes who attempt to kill any- 
thing that moves. Armed with just a 
simple mace at the start, other weapons 
become available for pick-up or purchase 
along the ^vay. 

The Killing Game Show, also from 
Psygnosis, casts the player as a contes- 
tant in a !ife-and -death struggle for sur- 
vival. The player must find his way 
through level after level of hostile forces, 
quickly working his way to the exit at the 
top of the screen. The player's craft begins 
with a simple gun, but modules are scat- 
tered about each level and shooting them 
produces different weaponry. 

Each level is also continually filling 
up with a liquid that is hostile to all forms 

Last month in "Snapshor, the photo used to 
illuBtrate the game Street Rod, by Califoniia 
Dreams, was not that of the Amiga version, 
hut rather the C-64. We apologize for this 
oversight. 



of organic life, providing even more in- 
centive to work quickly through the cur- 
rent level. 

Both of the Psygnosis games take a 
fairly long time to master. The graphics 
and scrolling of each game are smooth 
and fabulous, and the sound effects and 
music are integrated well into both. 



finally catch up with them. An included 
desk encyclopedia will be vital to your 
task of connecting the various clues to the 
proper location in time and space. The 
graphics are about equal to those in Where 
in Europe is Carmen Sandiego? — sharp 
and easy to read. The textual descriptions 
of each site are interesting and may add to 




WHERE IN TIME IS 
CARMEN SANDIEGO? 

Broderbund Software's Where in 
Time is Carmen Sandiego? is now out for 
the Amiga. It seents the same old gang of 
thieves that were pillaging Europe are 
now haunting the corridors of time. 

You begin each case at the scene of a 
crime and, by matching clues provided by 
witnesses, you follow the thieves from 
city to city throughout history until you 



Shadow Of The Beast II 

your present understanding of the vari- 
ous places that have played an important 
role in history. The mouse is used for all 
game input. 

While the the program has the mak- 
ings of a game, its foundation is as a cre- 
ative learning device. Anyone who man- 
ages to track down enough criminals to 
get promoted to the highest levels of the 
detective agency will also come to learn a 
good deal about world history. 



jAXLAin- 1991 



71 



iop to bottom: Where In Time Is Carmen Sandiego?, Jack 
NicklQus' Unlimited Golf & Course Design, MlTank Platoon 



TSTM^mu^^ 




^•^' 



Ml 
■I 









aaoit M. 
roicvt 



1 Pari 3 
• I IflO ucss. 
Even par 



«|?4.|ii^r^i;^"!5M 



r ZOOM i X UHZOQM I 4- LSFT 1 ■» R10HT ! -f UP- t ^OQUH 1 S TURN TO^JHtS FfiCIH&l 



M^ 



W^ 



r-r--r^.M'^ri7r:;:^ 



■rr-jt^y^igpi 



JACK NICKLAUS' UNLIMITED GOLF & COURSE 
DESIGN & JACK NICKLAUS PRESENTS THE MAJOR 
CHAMPIONSHIP COURSES OF J 990 

Accolade has released their latest golf simulation for the 
Amiga, and an accessory disk for it. Jack Nicklaus' Unlimited 
Golf & Course Design is an extensive makeover of their earlier 
Jack Nicklaus' Greatest IS Holes Of Golf. The game has been 
greatly improved and expanded upon to include course-design 
capabilities. The graphics are nicer, and draw much more quickly. 



It still can take a while to ''paint'' an entire screen, but at least the 
image is saved in an off-screen bitmap. This eliminates delays 
when jumping to the o\^erhead view and back. The interface is 
also a bit nicer and the product has a better overall feel to it. 

Golf & Course Design features nearly all the elements 
common to a golf game; the power swing bar, a three-dimen- 
sional view from the golfer, a pre- tee-off overhead view of each 
hole, very good score keeping capabilities, and different le\'els of 
play. 

One other advantage of Golf & Course Design is that it can 
use all the course disks from the original game. But once it uses a 
course disk, the original program can xio longer read that disk, so 
be forewarned. 

The included course designer is a nice added item. It is fairly 
easy to create interesting and challenging holes, and a built-in 
paint program lets you create beautiful backgrounds for the 
golfer's view of each hole. 

Jack Nicklaus Presents the Major Championship Courses of 
1990 is Accolade's new course disk, containing representations of 
the courses from Medinah, St. Andrews, and Shoal Creek, it is up 
to the standards of Accolade's other courses, and sound effects 
add to the enjoyment. 

Golf & Course Design is a very solid golf game. The only 
unfortunate aspect is that the company does not, to my knowl- 
edge, have an upgrade path for purchasers of the previous 



Ml TANK PLATOON 

Microprose's latest is based on a hypothetical U.S.-Soviet 
Union conflict in Europe. Ml Tank Platoon puts the player in 
charge of four premiere U.S. battle tanks and any supporting 
forces assigned to them for each mission. As with many Microprose 
games. Ml Tank Platoon is built on a basic vehicle simulation 
engine. But the player can control the action at the strategic level; 
in fact, the whole game can be played without ever directly 
controlling a vehicle. The graphics are decent for a vehicle simu- 
lator. Two detail levels are available, allowing for a trade-off 
between detail and game speed. The lowest detail level is still 
adequate for play, and the game proceeds much quicker. The 
keyboard is used for most commands, augmented by both the 
mouse and a joystick, if desired. The keyboard overlay makes it 
fairly easy to learn the available fiuictions while actually partici- 
pating in the action. The manual is up to Mi crop rose's usual high 
standards, aiding not only in mastery of the game, but also 
containing information about the equipment used in the battles, 
and effective tank tactics. 

After each successful mission you are allowed to promote 
and decorate those crew members you wish to advance in the 
ranks. While this may sound purely ceremonial, each promotion 
or award advances the skill level of your crew members, helping 
them to perform even better in later battles. And while 1 generally 
don't Hke copy protection, the way it is handled in this game 
actually helps one during gameplay. Prior to your first "real" 
mission, you are shown a line drawing of a combat vehicle and 
must select its name from a list at the bottom of the screen. 
Gradual recognition of the silhouettes actually adds to the game 
experience, and frequent players will likely memorize all the 
silhouettes fairly quickly. 
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Dragonstrike 

After dabbling a bit with the vehicle simulator portion, I did 
most of my playing on the strategic map, and focused on effec- 
tively maneuvering all units into place. The action often happens 
quickly but I can heartily recommend the Ml Tank Platoon just on 
the aspect of strategy. In fact, I would love to go back and use it 
as a format for learning even more about the weapons that could 
face each other on a battlefield. 

DRAGONSTRIKE 

From one unlikely war we go to another. Strategic Simula- 
tions, Inc. has just released Dragonstrike, their dragon flight 
simulator, for the Amiga. In the game you pilot a powerful 
dragon as you carry out several missions for the forces of good as 
they attempt to fight back the evil that has spread over most of 
their land. You begin as a lowly bronze dragon and work your 
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The Immortal 

way up to a powerful gold dragon. As a knight, each successful 
mission opens up future possibilities and adv'ancement within 
the three different levels of knights. 

Dragonstrike uses filled polygon graphics and provides 
enough detail to keep the game interesting. The missions are ^vell 
integrated, and gradually build up the player's skills. The drag- 
ons do tend to respond too quickly to controls; it can be \-ery hard 
to fly an even path, and it is extremely difficult to effectively 
maneuver a dragon in close combat. It is nice that the player is not 
deleted when he loses a mission. Instead, he can repeatedly 
attempt a mission until it is mastered. 

While the game design is fairly good, Dragonstrike will 
probably appeal only to a limited range of people. But if you have 
always wanted to fly a dragon, this is likely the closest you will 
come. 

THE IMMORTAL 

The hT\mortal is a new role-playing game from Electronic 
Arts. The plot is rather typical: a powerful good wizard has been 
trapped by the forces of evil, and it is up to you to work your way 
do^vn to the deepest part of a dungeon to free him. .'Vs with many 
of the recent role-plaving releases. The Immortal uses an over- 
head three-dimensional perspective for movement. While this 
provides a good view of the area around your character, control 
of your movement can be a bit confusing. 

Once you get close enough to an opponent, you enter into 
close combat. This is carried out on the same screen but your only 
options are to strike with your sword, stand still, or dodge out of 
the way of your opponent's attack. The battle continues until one 
of you is killed. 

Va rious rooms popula te the dungeon. Some are stra ightf or- 
ward, such as hallways. Others are loaded with traps and require 
careful strategy to navigate. The manual, though not extensive, 
does include some special information about some of the rooms, 
and you will need this to make it through them ^vithout losing 
your life. The graphics are sharp and the sound adequate. Still, 
the controls are slightly difficult to handle. -AC* 

This edition of "Sjiapshot" marks the dose of games coverage b\/ R. 
Bradky Andrews and the Snapshot column. Not to fear, thoiigjt—ivell 
return next month with complete coverage of the latest in Ajniga 
St rat eg}/, simulation, and adventure. — Ed. 
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k AMIGA GRAPHICS k 
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AMIGA NOVICE CLASSES - THE PERFECT INTRODUCTION 

AniigaWorld Expo offers Novice classes for Amiga users just starting out. Both classes are designed to give you basic introductory 
infonnation. Each class is 3 hours, costs $30 a person and is limited to 40 students. 

AMIGA MASTER CLASSES - GET THE MOST FROM YOUR AMIGA ! I 

Amiga Master Classes are designed to provide in-depth information on several professional topics of Amiga use. Each subject is offered in 
the morning in an introductory format and in the afternoon for more advanced users. We encourage you to attend both. Each 3 hour class 
casts $60.00 a person and is limited to 40 students. 

AMIGA CIASS INSTRUCTORS - YOUR KEY TO SUCCESS 
The quickest way to master your Amisa is to learn from a Master. Our instructors include Amiga luminaries such as: STEVE SEGAL, 
ORAN J. SANDS 111. BRADLEY SCHENCK and GENE BRAWN. 

REGISTER TODAY! CALL 800-32-AMIGA or 914-741-6500 



NOVICE CLASSES 



Hasic Aniifia Concepts 

NOVICE I i.s :m total itTtroditction for the Amiga user, covering the Amiga 
software and hardware con figurations. Expanding your Amiga with 
memory, hard drives, printers, modems and other peripherals is discussed. 



Vuderstamling the CLI 

NOVICE II gives the Command Line Interface (CLI) an in-depth look. Your 
Amiga is at its mosi llexiblc when you understand use of the CLL A special 
look at the world of Amiga public domain software will also be included. 



The Arnica Animation Station 
ANIMATION I will cover the basicfy of anima- 
tion in general and Amiga animation specifically. 
Different animation options will be discussed 
with an emphasis on two dimensional animation. 
ANIMATION II is a continuation of Animation I 
and delves more specifically into artist's tech- 
nique. Three dimensional animation is the pri- 
mary topic for this course. 
INSTHUCT0R:STEVE SEGAL 



MASTER CLASSES 

Wortcing with Amiga Ciraphics 
GRAPHICS 1 covers all aspects of the current 
state of the Amiga art of illustration. The advan- 
tages and disadvantages of different Amiga reso- 
lutions will also be covered. 
GRAPHICS II will cover specific techniques on 
computer illustration. These topics include 
palettes, anti-aliasing, landscapes, and color- 
cycling. 

INSTRUCTOR: BRADLEY SCHENCK 
circle t65 on Reader Service card. 



The Amiga as a Pro Video Tool 
VIDEO 1 covers basic technical video concepts 
that concern Amiga users. Amiga graphic tech- 
niques for video and tnfomia! questions and an- 
swer sections form the basis for this class. 
VIDEO II is a continuation of Video 1, This 
class will lake an effect-oriented approach, 
demonstrating the usage and cotnbinalion of var- 
ious Amiga programs. 
INSTRUCTOR^ ORAN J. SANDS III or 
GENE BRAWN 



WHO'S ZOOMING WHO? 

Attaching a zoom box to an Intuition window 



by John Leonard 



A ZOOM BOX IS A GADGET THAT sits in an Intuition window just above the 
window-sizing gadget in the lower right-hand corner. When the user selects the 
zoom box with the mouse, the window to which it is attached zooms out to its 
maximum size in the center of the screen. When the zoom box is deselected, the 
window zooms back to its previous size and position, which has been deter- 
mined by the user. If the window is either resized or moved when it is zoomed 
out, the zoom box will be automatically deselected and its imagery redrawn. 
The program included in this article attaches a zoom box to an Intuition window 
and allows the user to toggle the window's size and its position by clicking in 
the zoom box. 



In addition to demonstratins; the 
zoom box, the program prints the text of a 
file specified on the command line in the 
zoom box window, with tabs replaced by 
spaces. Double clicking the left mouse 
button scrolls the text up one page, where 
a page is the number of lines that will 
currently fit in the window. 

The program is invoked from the 
CLi with the command format: 

2ccr"3ox pathname spaces 

where ''pathname" is the name of an ASCII 
text file and "spaces" is the number of 
spaces that will be used to replace each tab 
of the textfile before it is printed. 

The idea for the zoom box comes 
from the Macintosh. In general, i\4acin- 
tosh windows have a zoom box in their 
upper right-hand corners. This is in con- 
trast with Amiga windows w^hich have 
window-depth gadgets in their upper right 
corners. Macintosh window's don't have 
windows-depth gadgets. They are auto- 
matically moved to the front when se- 
lected. 

The Zoom Box gadget for the Amiga 
was designed in a tw^o-step process. First, 
the imagery of the gadget u^is created in 
DeluxePaint 11. The imagery of the gadget 
consists of two aspects: the w^ay the gad- 
get wmII appear when the window is at its 



normal size, and, second, the way the 
gadget will appear w^hen it is used to 
zoom the window out to its maximum 
size. Intuition calls the first, or normal 
imagery of the gadget its ''render" image, 
meaning that that is how the image will be 
rendered. Intuition calls the second type 
of imagery the "select" image, meaning 
that that is how the gadget will appear 
wiien it is selected, or chosen, by the user. 
After both of these images have been cre- 
ated and stored as brushes in DPaint, they 
are loaded into Power Windows 2.0 to 
create the rest of the data structures that 
are needed to finally implement the gad- 
get in a program. 

PROGRAMMING IN INTUITION 

It is a programmer's job to let Intu- 
ition kno\v wiiat kind of windows, menus, 
and gadgets they want to use in their 
interface. Everything necessary to com- 
pletely describe these objects must be pro- 
vided to Intuition hy the programmer. 
Each window^ must belong to a specific 
screen, and in a specific location. It must 
have a maximum and minimum size. It 
must have its pen colors chosen so that 
text and backgrounds may be rendered. 
Gadgets will have imagery specified for 
them so that Intuition may draw them 
correctly. Menus and menu items must be 
dimensioned so that Intuition knows 
where on the screen to draw^ them and 



how^ much space to provide for them. The 
list of things that Intuition must know in 
order to put together even a simple dis- 
play goes on and on. 

What is the process by which Intu- 
ition learns about the desired qualities of 
the windows and other objects that the 
programmer wants to use in their pro- 
gram? Let's look at one case, that of a 
gadget. What does Intuition need to know 
in order to create and manipulate an ap- 
plication gadget? Well, it needs to know 
which window the gadget will appear in; 
how^ far from the left edge of the window 
the left edge of the gadget itself will begin; 
how far from the top edge of the window 
the top edge of the gadget will begin; how^ 
large the gadget is, horizontally and verti- 
cally; winat type of gadget tliis will be 
(Intuition currently provides three basic 
types of gadgets). Intuition also needs to 
know how to obtain the imagery for the 
gadget, and there are a whole host of 
specifications, called flags, indicating just 
exactly how the gadget is to behave wiien 
it is manipulated by the user. How^ is all of 
this information conveyed to Intuition in 
a form that is efficient and practical? By 
use of a structure. 

STRUCTURBS 

If you are already familiar with 
structures and pointers then skip this sec- 
tion. The term "structure" is vague and if 
you don't know what it means, you won't 
guess by looking at it. Let me explain its 
meaning ^vith an analogy. Suppose you 
go for a job interview. You will be pre- 
sented with a "Job Application Form". 
This is a sheet of paper with spaces (fields) 
provided for you to enter information 
about yourself. There is a space for you to 
enter your name, another for your ad- 
dress, and so on. Everyone who applies 
for the job gets the same form. However 
the information they provide depends on 
their own particulars. Now let's suppose 
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that instead of applying for a job, you apply for auto insurance. 
Again, you will be presented with a form to fill in with information 
about yourself. This time, however, the form will request different 
information. In both cases you are asked to complete a form, but 
the information required by the forms, and the ways in which it 
is arranged, are different. These examples, and the many others 
with which we are familiar, allow us to create the notion of a 
''form", which is a sheet of paper that has been divided into 
different blocks or areas, the contents of which are to be filled in, 
and later interpreted, in specific ways depending on the type of 
form in question. 

Now let's suppose that the people at the insurance company 
want to computerize their operation. First, applicants will provide 
information about themselves on the paper form, then the in- 
formation will be entered to a computer by data entry personnel. 
The way in wdiich information about a specific applicant will be 
stored in the computer is analogous to the way in which it was 
stored on paper. A block of memory (the paper), of sufficient size, 
will be reserved to store the information about one person. Each 
piece of information (name, address, age, etc.) will be stored in a 
different place in that memory. Suppose we decide that it will 
take 100 bytes to store the information we need for each indi- 
vidual. We might break it down as follows: bytes - 39 (the first 
thru fortieth memory locations) will be used to store the name, 
one character at a time. Bytes 40 - 79 (the forty-first thru eightieth 
memory locations) will hold the person's profession, again one 



character per memory location. The remaining tiventy bytes (80 
- 99) will be divided up in some way that we see fit so they may 
store what remains of the information we want to record. Now, 
all memorv locations in the computer are numbered, from to 
whatever is the highest memory location, and if we are told that 
the record (structure) of a given person is stored in the computer 
at, say, location 1000, then we can find any piece of information 
in that record simply by going to location 1000 and counting up 
the required number of spaces until we reach the correct location. 
Each different piece of information in a structure, (name, address, 
etc.) is called a ''field". 

Here is an example of how a Structure is defined in a C 
program: 



struct point I 
SHORT 



y; 



These three lines tell the compiler that we are going to 
define a new type of structure called "point". This structure is 
widely used in graphics systems. Both Intuition and Macintosh's 
QuickDraw define this object. This structure will have two fields; 
a field called "x", and a field called "y". Both of these fields will 
be of type SHORT. That is, they will both be 16 bit (two byte) 
signed integers. The entire structure will take up four bytes in 
memory. Field x will begin at the beginning of the structure itself, 
and field y will begin two bytes later. All that we have done is 
define the data type "point". We haven't reserved memory for 
any point structures yet. Now let's do so: 



Qoint 



aPoint, *aPolntPoiiiter; 



This line tells the compiler to set aside enough memory for 
the following data items: a structure of type point that will 
henceforth be referred to by the name "aPoint", and another 
variable that will go by the name of "aPointPointer" that will take 
as its value the machine addresses of point structures. A variable 
that takes as its value the address of other variables is said to be 
a "pointer". The following code assigns the address of "aPoint" to 
the variable "aPointPointer": 

aPaintPointer = SaPoint; /* H' is the address operator */ 

INTUITION STRUCTURES 

In essence, a program communicates with Intuition via 
structures. In order to open a window^ a program must first pass 
a pointer to a NewWindow structure (a structure that contains the 
information about where the window is to be placed, how large 
it is, etc.). This structure is passed to Intuition by calling the 
Intuition function OpenWindowO as follows: 



struct 
struct 



Window 
NewWindow 



*aWindowPointer; 
aNewWindowStructure; 



/* 1 */ 

/* 2 */ 



/* The structure "aNewWindowStructure" 

/* will be initialized here. */ 



a.'.inaowPoirLt 



Ope r. ivi ndov { £ aN'e wVJindc wS t r uct ur e ) ; / ^ 3 * / 



Line 1 is a declaration. It tells the compiler that w^e will be using 
a variable called "aWindowPointer" and that, starting from the 
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asterisk and reading from left to right, this variable is a "pointer" 
(*) to a "structure" (struct) of type "Window^'. Tliis variable will 
be used to hold on to the address of a Window Structure when we 
get it back from Intuition after the call to OpenWindo^v(). 

Line 2 declares a structure of type New Window called, 
oddly enough, aNewWindowStructure. Line 3 is a function call. 
It calls the Inttiition function '"OpenWindow", passes the address 
of the New Window structure and receives, in return, the address 
of a Window Structure which is assigned to the variable 
"a WindowPointer" . 

THE EVENT LOOP 

The Amiga (and Macintosh, and Sun, and..,) type of pro- 
gramming is called "event-driven programming". The basic idea 
is: Get your program into memory, start running it, initialize 
everything that you need to initialize, draw all of the windows 
and what not that you need to draw, enter the Event Loop, and 
wait. Wait until the user does something. Like click the mouse, 
select a menu, insert a disk, what have you. When they do, the 
system (in this case, hi tuition) will notify the application of what 
has happened. The application will receive the message, interpret 
it, and take the appropriate course of action given the nature of 
the event. When the application is finished processing this event, 
it will return to the Event Loop and wait for the next event. 

At the start of each iteration of the event loop the application 
must wait for an event. Before the loop is first entered, the 
application creates a Message Port through which it will com- 
municate with Intuition, A Message Port is a structure that has 
been designed to facilitate its use as a destination point for the 
reception of Messages, which are also structures. 

When a window is opened, the address of a NewWindow 
structure is passed to Intuition. One of the fields of the 
NewWindow structure is called IFLAGS or Intuition flags. This 
field is a 32-bit (or four-byte) long quantit}^ Each bit in this field 
has a specific meaning. Since each bit can be either a one or a zero, 
it can have two possible states. These bits, or flags, each represent 
a different type of event that Intuition is capable of sending to our 
application. By setting a given bit to the value one, we are telling 
Intuition that we want it to send us information about the cor- 
responding type of event when it occurs. If a given bit is reset — 
that is, made equal to zero— we let Intuition know that we do not 
want to hear about the corresponding event should it occur. 

The point is that, if we set any of these flags at all. Intuition 
will see that we are interested in receiving at least some types of 
messages and therefore we will need to have a provision for 
receiving them. In this case, Intuition will create a message port 
for us and, when a user-generated event occurs that concerns our 
application. Intuition will send a message regarding that event to 
our message port. After Intuition creates a message port for our 
application it will set the UserPort field of the Window structure 
that is returned by OpenWindow to point to the address of the 
message port. There are various ways to get a message from this 
port. The one that we will use is: 

intMessage = (si;ruct intuiMessage *) 

GenMsg ( ( s t rue- MsgPorr ^ ) gAindav;->UserPort ) ; 

Here "intMessage" is a pointer to an IntuiMessage, which 
is the kind of message used by Intuition. GetMsgO is an Exec 
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; function that gets the next nnessage from the message list of the 
I given message port. Here it takes the address of our window's 
' message port. The value it returns is cast as pointer to a structure 
of type IntuiMessage. 

When the call to GetMsgO is made in the code above, 
GetMsgO will return immediately, whether or not there is a 
message in the queue. If there is none, GetMsgO will return a 
value of zero. In that case the program will go to sleep and wait 
for a message to arrive. It accomplishes this by calling the function 
WaitPortO as in the following code fragment: 

if(iinti'lessaqe) 

Wait Port ( (struct ^:sgPort *) gWindov;->UserPort) ; 

When WaitPortO is called the program will become inactive 
until a message arrives at this port. At that point, the program will 
resume execution at the line following the call to WaitPortO. In 
our case, this will take it past the block following the ''else" 
statement, dowm to the end of the main loop where, because it is 
a loop, control will be passed back up to the statement at the top 
of the loop, which is GetMsgO. To sum up, the main loop works 
this way: first, we enter the loop. Next, we see if there is a message 
waiting at our message port. If there is, we process it inside of the 
"else" block and then go back to the top of the loop to see if there 
is another. If there isn't we go to sleep until there is, and then go 
back to the top of the loop in order to get it. 
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CONTROLUNG THE ZOOM BOX 

The purpose of the Zoom Box is to allow the user to toggle 
the window between two different states: the zoomed state, 
which is setbv the programmer, and another^ wiiich is set by the 
user with the mouse. In order to do this we'll have to store the last 
size and position of the window before we zoom it. WeTl have to 
know when to zoom it, and if the user zooms the window and 
then changes its size or position with the mouse^ we'll have to 
reset the zoom box's state to indicate that the window is no longer 
zoomed out. 

The last size of the window^ will be stored in two global 
variables called gWidth, and gHeight. A global variable is one 
that is declared in the same file as the one that contains the 
function mainO, but before main() itself is defined. A global 
variable can be accessed by any function in the program al- 
though, if it is to be accessed by a function defined in another file, 
it will have to be redeclared in that file as type extern, or external 
(to that file). In this program, all global variables begin with the 
letter 'g\ The last position of the window will be stored in the 
variables gLeftEdge, and gTopEdge. When the user selects the 
Zoom Box, we will first copy the values relating to the current size 
and position of the window to their respective storage locations. 
Then, we will move the window to its zoomed location at the 
upper left corner of the screen. Finally, we will size the window 
to its maximum size. 



The window must first be moved, and then sized, because 
to enlarge the window to its maximum size while it is located near 
the center of the screen would cause a portion of the window to 
appear offscreen. That is a no-no. As far as Intuition is concerned^ 
no window may exist outside of the screen boundaries. 

How will we know when the user has zoomed the window? 
When the user selects the Zoom Box, they mil do so by clicking 
in it with the mouse. They will depress the left mouse button once, 
and then release it while the pointer is still within the gadget's 
imagery. Intuition defines this type of user-generated event as a 
GADGETUP event. In order to receive this type of event, we will 
have to set the flag corresponding to it in our New Window 
structure before calling OpenWindow(). 

See the definition of MAIN^WIN DO W_l FLAGS in the file 
ZoomBox.h. These are the IDCMP flags that will determine what 
kind of messages our window will be able to receive. They are 
different than MAIN_WINDOW_FLAGS which specify the type 
of window that we will receive. This is another case of the 
complexity of Intuition's programmer interface. It can be confus- 
ing, at first, remembering just exactly which flags belong to which 
variable. This is reminiscent of the Gadget structure which has 
three separate flag variables, again requiring that you know 
exactly which type of flag goes in which field. 

When we receive the GADGETUP event for this window, 
we first test it for the zoomed state by use of the code fragment; 

if (gZooniBox. Flags i SELECTED) 

No, the "&" character in this line does not have anything to do 
with taking the address of something. I apologize for the bewil- 
dering nature of the C language. In this context "&:" is a boolean 
operator that "ands" the values of the Flags field of gZoomBox 
with the value represented by predefined string '"SELECTED". 

If the flag bit corresponding to the selected state is set then 
the expression mthin the parentheses will e\'aluate to a non-zero 
value and the statement or block of statements following the "if" 
will be executed. 

After the window has been zoomed out, the user may move 
it again, or they may resize it. If the window is no longer in the 
upper left corner of the screen, at its max size, then the zoom box 
gadget's state must be changed to reflect this. When the user 
changes the size of the window, we will receive a NEWSIZE 
event. When they move the window, we will receive a 
REFRESHWINDOW event. The course of action taken in both 
situations is almost identical, we will merely be testing for differ- 
ent things. In the case of a NEWSIZE event, we will want to know 
if the gadget is selected at the same time that the window has 
something other than its maximum size. In the case of a 
REFRESHWINDOW event, we will want to know if the window 
is both selected and has a position other than the one at the upper- 
left cor ner of the screen , In bo th cases, if the cond i tio ns a re met, we 
remove the gadget from the window v gadget list, change the 
gadget's Flags field by resetting (turning off) the SELECTED fiag, 
place the gadget back on the list, and force Intuition to redraw the 
gadget by calling RefieshGList(). 

The gadget is removed from the gadget list before being 
modified, quite simply, because that is what the Koni Kernel Ref~ 
ereijce Manual says you should do. 

The Flags field of the gadget is reset by "and" ing it with - 
SELECTED. In this way, none of the flags in the Flags field of the 
gadget will be disturbed except the SELECTED flag, which will be 
reset (turned off). 
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HOWRETAB WORKS 

In addition to demonstrating the zoom box, the program 
also prints the text of a file, chosen by the user, in the window. The 
text is re tab' d to a number of spaces that is also chosen by the user. 
The text printing feature of the program is included to demon- 
strate the way in which an actual program using a zoom box 
might be written. 

The reason that the program retabs the file before printing 
it is not what you might suppose. It was not originally included 
as a convenience, hi fact^ the file is being retab'd because I use the 
Graphics Library function Text() to print the text to the window^ 
and this finiction does not perform formatting. It does not know^ 
how to interpret tabs, or other format characters, so I had to come 
up with a way to replace them with printing characters. "Retab" 
is a program I had written for the IBN4 PC. The laserjet print utility 
on the school network prints 8 spaces per tab, and my files were 
usually set up for less than that, so I \vrote a utility that replaced 
the tabs in a text file with the number of spaces indicated on the 
command line. It w^is a simple matter to adapt this program for 
use in the zoom box demo. 

When the program begins, if the number of arguments on 
the command line is equal to three, including the program name 
itself, the second argument is taken as the name of a text file to be 
printed in the window v. The third argument is taken as a string 
representation of an integer quantity which is to be used as the 
number of spaces. LoadAndRetabFileO is executed with the 
filename and number of spaces as input. It also receives an integer 
address (int ^filesize) and a character pointer address (char 
**filetop). The pointer, filesize, will be used to store the amount of 
memory that is actually reserved. The pointer to a character 
pointer (there is no reason why a variable cannot take as its value 
the address of another variable \vhose value is also the address of 
yet another variable), filetop, will be used to point to the address 
at the end of the actual re tab' d file. 

All right, let me explain that. Retab \vorks in this way: first, 
find out ho^v large the file we are going to load and print is. Next, 
since we are going to replace the tabs in that file with spaces, the 
resulting retab'd file is going to be larger than the original by 
some amount. That means that, in order to store the retab 'd file, 
we uill ha\^e to reserve more memory than is actually needed to 
store the original file itself. The question is: How much more 
space will we need to reserve for the retab 'd file? There are many 
answers to this question. I chose the easiest for me to program in 
a short amount of time. Here it is: Take the size of the file that we 
are going to open. Multiply by some amount, MULTIPLIER. Call 
the result ''filesize". Reserv^e that much memory. Load the file in, 
a Httle at a time, and retab it to the memory we have allocated. If 
we find that we have run out of memory before the entire file is 
loaded and retab'd, stop. That's it, just stop. This is only a 
demonstration program and we don't ha\'e to be able to account 
for every possibility. We should be able to fit most files into the 
memory we have allocated. Any files that don't fit either have an 
awful lot of tabs, or the user has specified a lot of spaces per tab, 
or both. If we find that the entire file has been loaded and retab'd 
before we run out of memory, save the address of the next 
memory location we would have wTitten to and call this pointer 
"Hletop". 

Now, LoadAndRetabFileO is a function, ''filesize" and 
"filetop" will be stored in the global variables gFileSize and 
gFileTop, but we don't \vant the function to actually refer to them 
by these names. This is because ^ve may want to use this function 
again, with different \'ariables holding the results, and we may 
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44 


116 


Hunter Group, The 


81 


111 


ICD 


Clll 


108 


Interactive Microsystems Inc. 


12 


109 


Interactive Video Systems 


79 


114 1 


Interactive Video Systems 


63 


140 


Meggido Enterprises 


28 


144 


Memory Location, The 


85 


107 


Memory Management Inc. 


29 


186 


Michoelongelo Productions 


30 


127 


MJ Systems 


77 


149 


One Byte 


76 


121 


Perth Galen 


29 


115 


Romeo Computer Supplies 


28 
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SAS Institute 


66 


126 


Software House 


46 


154 


Supra Corporation 


9 
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TeleGraphics International 


68 


155 


TTR Development, Inc. 


25 


\bA 


VIDTECH 


87 


122 
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not want them to be globals. The function Load And RetabFileO 
will receive, from the environment that calls it, the addresses into 
which the calling environment wants the function to store the 
values of "filesize" and "filetop". 

That is to say, it will supply the address of an integer 
quantity (int *filesize) and a pointer to a pointer to type char (char 
**filetop). When LoadAndRetabFileO has determined the amount 
of memory that wnU be reserved it will store that amount in the 
address pointed to by filesize (*filesize = amount). When the 
function has determined the actual top of the file that has been 
filled it will store that result in the location pointed to by filetop 
(*filetop = actualEnd). 

We need to know the exact a mount of memory that has been 
reserved by LoadAndRetabFileO because we ^vill need to 
deallocate it at the end of the program. Having a pointer to the 
actual end of the file will simply make it easier for us to cycle 
through the file when we print it out. 

PRINTING THE TEXT 

The functions, FindNewLinrPtrO and DrawWindowO to- 
gether determine the starting line, in the text, at which printing is 
to take place, and print as many lines of the text as will fit in the 
window. 

The purpose of FindNewLinrPtrO is to determine the start- 
ing location in the file at which the text will begin if it is moved up 
one page. This will happen when the user double clicks the left 
mouse button. FindNewLinrPtrO works by subtracting the heights 
of the top and bottom borders from the height of the window and 
then dividing the result by a predefined quantity, PIX_PER_LINE 
and then subtracting L The value of PIX_PERILINE, which is 8, 
was arrived at purely by guesswork. I would have liked to have 
had a function that could provide me with the height of the text 
in the current window or RastPort, but the Graphics Library 
provides no such function. 

DrawWindowO first clears the window by calling the 
Graphics function RectFillO and passing the rectangle corre- 
sponding to the window, minus its borders as a parameter. The 
function then determines the number of lines it has to print in the 
wind ow as well as the leng th of the longest line tha t can be pr i nted 
in the window. Then it initializes the pen locations to the upper- 
left corner of the window but translated vertically downward to 
account for the height of the text. DrawWindowO then starts at 
the beginning of each Hne and goes until it finds a carriage return 
("\r")/ a newline ("\n"), or it has gone as far as the maximum line 
length will allow. It then prints the line at the current pen location. 
The function then looks for the start of the next line and, when it 
finds it, the function repeats the process until either all of the lines 
that will fit into the window have been printed or it has gone past 
the top of the text file. 

When the user selects CLOSEWINDOW, HandleEventO 
sets gDone to the value TRUE. When HandleEventO returns to 
the main loop, the loop test fails, and the loop is exited. The 
function CieanUpO is then executed, and this closes or deallocates 
all of the resources the program, has used. 

To compile the program, the command line to use, for 
Lattice C, is: 

Ic ZoomEo:-:Main ZoomBoxFunctions 

To link, make sure the object files and the with file, 
ZoomBoxwith, are in the current directory and type: 

Blink with ZoomBoxwith 



LI5TXKG ONE: ZocmBoxMaln . c 

/* Fllo; ZOfimBOxMain , c 

/* Those are tho 'ir.clud** filss. Tney are 
/' includad at the beginning of tho psograni so 
/" thdt the compiler t*ay refer to raen during 
/' the compilation process. Among other things 
/* zhay contain the structure def ir.itions of 
/* Windows, IntiiiKeaaageaj, and Gadgets. 7hay 
/" also contain the definitions of struct i:res 
/• used by Exec, such as Node, and >£es3age. 
/* These definitlcna v^m c-eated by CosKodore, 

finclude 'exec/types. h' 
♦ include "exec/iBeaory.h- 
tinclude "intuition/intuition. h" 
^include "stdio.h" 
tinciude "libEaries/dos .h' 
♦include "llbraries/doseKtona.h" 

/« ^ZocniBox.h' contains tha definitions that 
f' vill be used in ^his program specifically, 
■ /• They were creatod by ae, 

♦include "ZDOmBox.h" 



In order to £4ll functions in the Intuition 
or Graphics libraries, the con^iXer rm^t icnov 
where those libraries are located, "hair 
addresses will be obtained by calls to the 
function Opentibtary () and will be stored in 
the appropriate variablo. »hen an Intuition 
function is called within the program, the 
compiler will refer to the variable 
IntuitionBaso to determine the location in 
the machine at which tho Intulcicn Libxajry 
to<igina. 



tern long intuiEionBasa - ^TJLL; 
tem long GtxBase ~ NULL; 

These are the Global variables that will be 
used by the program, Thay are global because 
they ara being d«clarod In the file of tho 
program thit contains !T«in{), and they are 
being declared before ssaino itself is 
defined. All globals start with a saali *g' 
to signify the fact that they are global. 
Global variables have the disadvantage that 
they can be accessed frox within any function 
of the program, which can make it difficult 
to debug a program if globals are being 
niodified ac many points. They have the 
advantage that they simplify the mechanism of 
passing infoririJition to functions . For a smflll 
piogram lika this they will not present any 
great problestw. 



struct hi 


-.dow 'gWindow - IfULL; 


ySYTE 


g^one - FALSE,- 


UIjCKG 


gClas3» 




gLSecSt 




gxwics. 




gCutSecs, 




gCjr.Mics; 


s^oaT 


gL4iftEdge, 




gTopEdgo, 




gWidth, 




gHeight, 




gChar Length; 


U SHORT 


gCode ; 


Char 


g3£fr[BUFFSIZE], 




•gFilePtr - NULL, 




*qFLlt>1op - NULL 




•jLlnePtr - KULL 




*gTestString - "A"; 


int 


gFileSiie - KlTLL 



/• Zoom BOX gadget definition 

USHORT CHIP lnage£3atain - { 
OxFFFE, OxCOOS* OxDfT£, OxDFFS, 
OkDSO S, Oxas.F£ , CxCOO 6* OxFFFE, 
0x0000, OxQOaCQxGOOOfCxOOOO, 
OxOlFSx OxOlFS , Oj*ClFa , 0x0000 



stEUGt Image Image 1 - { 
0.0, 

15,8, 
2. 

XmageOatal, 

0x0003.0x0000, 

NOLL 

USHORT CHIP ;fflageData2[) - t 

OxFrrE, Oxsooe, Oxbff€, Oxbff6, 

OxSFFfi , DxBFr e , OxfiO « , OxFFFE, 
OxOQOO, 0x7Fra, Ox7FFfl, Ox7FFB, 
0x7F?fi, 5x7FF8, Ox7FFS, OxOOOQ 
h- 

struct Image ImageZ " ( 
0,0, 
15,8, 
2, 

IiMgeDataS, 
0x0003,0x0000, 
NULL 

3; 

struct Gadget gSoomGadget - I 

NULL, 
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-15, -IG, 






15- e, 






GABGH IMAGE +G AD G : MAGE * GREIMTTOM +G RELR : G HT , 




RELVEftlFY+TCGGLESELECT, 












(APtRUlTMgol, 






(A&TRUIn-.age2, 






miLt 






HULL, 






NULL, 






NULL, 






IWLL 
1; 






void rr^lntargc, arg*. 


► 




int argc* 






chat 'acgvfj; 






struct NewWlndow aNewWirdow; 




register atruct IntuiMeaaage 'irstMesaagft; 




/* Hero is where the New 


Window structure is 


•/ 


/* iJiltialized fc^fore it 


is passed to 


',' 


/• OpenWindowO . 




*/ 


aHewWlndow . Le f tEdgo 


- ^0; 




ailewwintJow.TopEdgei 


- 30.- 




aHftwWlndow.W'idth 


- W:mO>S WIDTH ,• 




atlftirtjindow. Height 


- WItraOW HEIGHT.- 




aN«i#«indo w . 0e t a i 1 P e r. 


- 0x00; 




aNewMLidOH.BlockPen 


- 0.-01; 




aNewWindow. lOCKP Flags 


- KAU; WiriDOW I FLAGS; 




aSewWindow.Flags 


- MAIN WINtJCX FLAGS; 




aKewWindow.rirscGadget 


- (Struct Gadget '>igEoonGsd50 


aNewWindow.CheckKarl! 


- NULL; 




aWewWindow.Title 


- -2ooa Bo?t Window-; 




aMawWindow. Screen 


- HULL; 




dNQwWindow.aity^p 


- HULL; 




aN^wWindot^ .MinWidth 


* WIJtOON WIN WIDTH; 




a»e wWindow . MinHelght 


- WINDOW m:n HEIGHT; 




aHewWindoH , MaxWidch 


- WINDOW MAX WIDTH.- 




flfiewWindow , HaxHo ight 


- HITOOW KAX HEIGHT.- 




iiJew Window, Type 


- WBEKCHSCREEJr; 




/• How ve open the Inttjltioh and Graahlcs 


*i 


/• Libracioa. 




•y 



Intuitiondaaa 

- OpenLibrarif("inCuitlon. library-, rKTUlTICK_RnV) ; 
if (IntaitionBase — NULLJ CleanUpO; 

GfxBase 

- CfpetiLibrary (''graphics, library", INTU1TICM_FIEV) ; 
iftGfxBase " NULL) CieanUpO; 

/• Here the windaw is opened. •/ 

g Window 

- (struct Window 'JOpenWlndow (isNewWindow) ; 
iKgWindow -- KULL> CieanUpO; 

/* If the correct nusiber of ai;gmAenta was passed ■/ 

/- froe the corsaand line, open the file and •/ 

/• retab it. Also get, the current tiaft for "/ 

/• Doubleclick Of and find ©yt how raany pixels •/ 

/• per character in i;bis Screen, •/ 

if large -- 3) 
( 
grilePtr - (char •) LoadAndBetabFlle tarfvll), 

tgFileSiie, 

igrileTop, 
atoi(atgv[21}}; 

gLinePtr - gFilePtr; 

CutrentTicieftgLSecs, *gLHica> ; 

gCha r Length - TextLength(gWindow-?.RPDEt, gToatStrirtg, 1} ; 

/■ Dra*rtJindow{) prints the retab' d file into th« •/ 

/• window. gFileS^iae contains the size of the •/ 

/• retab'd £il«. it It la Ecca th*n ch*r* 1» no */ 

/• cetab'd file. Wa will only draw the window If •/ 

/• there Is a fi:.e to print In it. •/ 

if(gFileSiie > 01 
draWWindowtl .- 

/■ The Ha in Locp. If there la a message, then 

f* the else block copies certain inforration 

/* from the IntuiMesaago before replyihg to it, 

/» Then, HandleEvent is dispatched, 

/* This loop is executed as long as gDona is 

/* FALSE, gDone was set to FALSE at Che 

/• beginning of the file when it was declared. 

while (gDone *- FALSE) 

ItvtWeaaage - (struct IncuLMessaga *) 

G«tH3gnstrt;ct KsgPort *)gwlndow->Use=Port) ; 

if ( JintMeaaag*) 

Kalttort (iatruct MsgPort *)gWlndow->yserPort> ; 

else 
I 

gClass n incKe33age->cla33: 

gCode - intKe33age->CDdQ; 

gCurSecs - IntHcssage-^SecondS; 

gCurMics - int«033aga->Mlcroa; 

RaplyMsgdntMessage) ; 
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AMIGA— COMMODORE ^m^^' 



REPLACEMENT CHIPS, WRTS AND UPGRADES 



8520ACIA S17.95 

8364 Pajta ,.,,.. $39,95 

1 ,3 Kickstart ROM $29.95 

1 MEG X 1/100 NS S 7.96 

1 X4 MEG/80 ZIP {A3000) S54.95 

256X4/80 NS S 7.95 

A501 -512K Upgrade RAM Board $69,95 

B362 Denise (1/2 br>ght) , . . , . . $39,95 

68010/10 (for extra speed) Sl5,9S 



A20OO Heavy Duty Power Supply 

A2000 Service Manual 

A5O0 Heavy Duty Power Supply . 

A500 Service Manual 

A2OO0 KeytJOard , 

A500 Keyboard ,,..... 

A1000 Service Manual . 

Keyboard for A1000 , 

68881/68882 



SI 47.00 
$ 39.00 
$ 69.95 
S 36,50 
S1 14.95 
$109,50 
$ 29,95 
$1*29.95 
. CALL 



Prices do not include UPS 



• AMIGA UPGRADES • 

- ECS - 1MB 'TATTER AGNUS*' CHIP (6372A) with FREE Chip Puller and 
NEW stepby-step 10 mrrule Instructions. $99.50 plus UPS. 



- MEGACHIP 20O0 - A 2000 upgrade board allows 2 MB of chip RAM (uses new 
2 MB AGNUSy. You now get double the chip RAM to custom chips, more graphics 
and digitized audio, eicellent for displaying graphics, soldedess installation, in- 
cludes free chip puller. We even buy back your old 1 MB AGNUS. $339.00 (Before 
Rebate) 



- AMIGA 1000 R&IUViHATOR UPGRADE - Tap the ultimate power of your 
Amiga 1000-utiltze (ECS) Enhanced Chip Set. Fatter Agnus. 20 KicNstart ROM, 
more RAM (1MBJ, clock battery backup, simple solderless installation, 100% 
compatibility with all products/software. 
$479.00 (Plus UPS). Send for the data sheet. 



• IMPORTANT CATALOG ANNOUNCEMENT • 

Call for your new 30 page catalog of specialty items for Amiga. Com- 
modore and IBM, This free catalog contains; low cost replacement chips, 
upgrades, 34 diagnostic products, tutorial VMS tapes, interfaces, heavy duty 
power supplies (for A500 and A2CXX)) and other worldwide products you 
won't find anywhere else. Dealers, use your letterhead. 



THE GRAPEVINE GROUP, INC. 

3 Chestnut St. 

Suffern, NY 10901 

Fax 9 1 4-357-6243 91 4-357-2424 

We Sri^p WbTKJwde 1 ■800-292-7445 Pnces Subtect to Change 
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HftRsleSvofit O ; 



Cleanup () ; 

1 



/■ HandleEvent dispatches »h,e appropriAte •/ 

/' function given the nature oi the jaer •/ 

/• generated ever;t. If it waa a CLOSEWINDOM */ 

/* event then the global gDone is set to TKUs. */ 

void Hand let v«nt { ) 
I 
9wicch(gClaa3) 

r 

case CLOSEMlI,t>0M: 

gDone - TRUE; 

case GliDGETUP: 

HancHeSoaisBoxSelect ( } ; 

break; 
case NEHSIKE: 

Handle2ooxSoi«liewSize{) ; 

break; 
caao fll;FRS5HWINDOM; 

KandleZoomSoxRef reah ( ) ; 

caao MOUS EBUTTOXS : 

H^ndleKousQQown U ; 
break; 
default: break; 
I 
) 

/* This function is called when the user either •/ 
/* selects or de-selects the loora bo^x. Fiiat, it •/ 
/• finds out which. If SELECTED, the window's •/ 
/* size and position arc recorded in the globals •/ 
/* gLeftEdge, gTopEdge, gwidth, and gHeight. ♦/ 
/* Then the window is ZQO.-oed out. If not */ 
/* SELECTED, the window is aooased bacJc. */ 

void HandleZoomBoxSelectO 
( 
IffgZooiBGadget. Flags i S ELECTED > 



t 



gLoftEdge » gWindov(->l,oftEdge; 
gTopEdge <■ gWindow->TopEdgej 
gWidth - gWindow'>Width; 
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9H«i5fv^ - qKindo*t~>s^Lqht,s 



S 1 x«lt£ndott { gWindow, 



] 



EOCK_LEr'r-(j*f i ftdo w - > L* f t Ed J* , 
2O0K~tCP-9Wiudow->TopE<l!3«J i 
g*«lr.claw->M*xWidth - gWlndow->Mldth, 
9WlRdo¥-'>M4*H«lght - gWir.doM->H»i7ht) ; 



Sii«Wiiidowfg«indo«, gWidth - gMiiido«->llid£h, 

Kov«lriaddv(9KiiidX}v« 9L«£t&S9« - ZOOM LEFT, 
gtopCdQ* - iO0ll_?0Pl* 

J 
t 

/• ilhan, the user re-aiz«» tl\« window, tha Zoota •/ 

/* Box ifluat be re3»t If tha r.aw aize does not •/ 

/* confona to ii^s current state. The es?3ty elaa ■/ 

/* blocks Asm included for eotepletenea^. */ 

vpld U•ndI•£oaaB<ut^}9wS 1 x* < ]f 
i 



lfi{g>«ir.dow->llidtb 
(9lfindOH->H«lglit 



► 9llindow->KAxttl^th) I I 

► g»lf;dow->KjxKeightH 



R«floviCad9*tfgWindow, titruct Sad^ftt •U9Z<MaiiC«dQ«tH 

9ZQOaGAd9*^.ri*g5 t^ iSELEC7CD*0jcfff£) ; 
AddGad^et (gWlnctow, {struct Gadget. *)£g£aoa!&ld9et, -IK' 
Ro£reahGLia^(g2oooi5adg4t, gWlndqw, MtHA, IJ f 
RefEeshULndowFcaffi* (gifindow) f 



else 

I 

I 

i 

/• Khenevef the window h«s to be le-dfawn, the 
/• program i:*i;*iv«a « liCni£SHtfIKDOtr *v«n^ . If 
/■ the window his been aaved It will hive to be 
/' tv-dcavn. If £•!• zQOffl box la aalectad *nd 
/■ th« window ia no longer In th« upper left 
/* cornel, then the zoom box will be 
/• de-aeiocted. If there I9 « retab'd file, th«n 
/* It will be drawn. 

void HttndleZoaRi3DxRef re9h() 



BeglnRefreahigWlndow) ; 

if <g£oo8Ctdget. Flags t SELECTED ) 

r 

i£ t (gKindow->lAf'.Edge !- aoo«_LErn II 

lgMlndow->TopEdgo !- lOOMJTOPH 
( 

ft«raoveGadget{gMlndow, (struct Gadget •»t92odroGadg«t> ; 

gZoooGadget.riiga t- fSELECTEO*0xf ff f ) t 

AddGadgwC IgWltidow, (struct Gadg^c •UgZoomGadjat, -1>; 

RefreahGLiatf^ZoOfcCadgac, g*(i(idow, iiVLL, 1); 

HefraahKindowrrttEJofgWindowl ; 



«la« 

( 

J 



if(gpilesize > d) 
OrawKlndcwl) .' 



EndBcf leah (gWindow) ; 



/• Cl«afiUt>a teats wch object, and, if it la •/ 

/* not x«ro, frees or cloaes it. */ 



void CletnUpCt 



If <gwlndoM> 

CloaewindowigWindowJ ,' 



if (intuitiOftBaael 

Clos<Library ( Intuit ionSaae I ; 



i£(G£x^s«) 

CloteLibracy (Gfxaase) j 



lf{grllePtrl 

rreeMemfgrilePtr, gFileSiM) t 



This function first teats that the mouse 
click was in fict the loft nvouao button and 
that there is in f*ct a rotab'd file. Then 
i: calls DoublaCliclcO with the current and 
I&at v«lues of seconds and nicroa. gLSeca, 
gLMicsi which hold the list v*lu*s of second* *. 
and micEoa are set to their current values, 
reapectivflly. If there waa a double click, 



/• then gLinettr will be updated by one page •/ 
/* and th*t pige will be printed £n th« window. •/ 

void ttandleKouseOown ( } 

BOOL isOouble; 

if KgrileSiie > 0) tt tgcode -- SELECtecknh 



i 



isDouble - DaubleClick(gLSeca, gLKics, gCurSecs. gC.:rKic3) : 
gLSecs - gCucSeca; 

gLMics * gCuEKics; 

if CisDouble) 
( 

gLlaePtr - tchar -jFindJJewLinoPtrO ; 

9trawl«indcw n .> 
I 



LISTING THO: ZooctBoxFunctions . c 

/• File: IccELEcxJur.c-icna.c 

liaciuid* "exec/types.h' 

I ifteluda ~« xe e /iresory . h ' 

liActttd* "intuition/ intuit ion -h' 

♦include 'stdio-h" 

♦include "iibraries/dos.h- 

f include " libraries /do 3 eaten 3 . h* 

♦ include "EcoaSax.h'" 

/• These are all the variibles declared ^Icbally 
/• in the main file. ir. order ts bo used here 
/" they aust te re-declared as type extesn 

extern struct 'Window -glflndaw; 
extern UBYTE gDone; 

extern ULCSS ^Class, 

gLSe^s, 

gUlics, 

gCurSecs, 

gCurMi;3,- 

gLeftEdge, 

gTopSdje, 

gWidth, 

fHelght, 

gChar Length; 

gCode: 

geffrU* 

-gFlltPtr, 

•gFileTop, 

•gLift«?tr, 

•grestitring; 

gFileSise; 



extern SHORT 



«xt<m OSHCttt 
extern char 



extern struct Gadget gZoooGadget: 

/* Ihe job of this function is ;o deteriaine the 
/* line at which the next p»ge should begirt, 
/• First, It finds the nucber of lines that can 
/•be printed in the current window. Then it 
/• scAna upward through the file looking for 
/• carriage returns r\r') and r.ewlinea r\n'). 
/• As it finds thes it counts off the lines. If 
/• this has taken it past the actual end a£ 
/• the file (grileTopI , then it is set to point 
/' back to the beginning again. 

0LOW3 rindlJewlinePtro 
i 

int nvEf&Llnes; 

char "aLinePtr - gLinePtr; 

nuaLines * tgWindow->Keight 

(g(Wind£i*rf->HorderTop + 
g«indsw->B order Bet ton) ) /?IX_?Ea_LIN'E - 

while [(numLines > 0) it (aLinePt? < gfileTcpn 
i 

if({**LlnePtr — ^\t' ) i| (MLinePtr — '\n')) 
nuHiLines-; 

aLine?tr+*; 



if faLincPtr >- gFileTcpJ 

aLinoPtr - gFile?tr; 

return t (ULOKGjaLinePtrt .* 



/• DrawWlndowo clears tho window by filling a 
/■ rectangle that is defined as the region of 
/■ the window within its borders. The rectangle 
/• is filled in with the bacStground color. The 
/• nusbor of lines that the window will hold is 
/• calculated. The iMxi^uia length of line that 
/* the window will hold is calculated. Starting 
/• at the beginning of the cur rent line, end for 
/•as many lines as can be printed, the nuasber 
/■ of characters for each llr.o ia determined and 
/• that line is printed, 

void t>tawJfindow(j 
{ 

USHORT s, y,- 

BYTE 

Int 

register char 



oldFgPen; 

nujtlines, llneLength, i-0, MxLineLength; 

•aLir.ePtrl, 'aLinePtrZ,' 



Jtegiscer struct Window "tegSiflndow * g/Jindow.- 

/• Set the foreground pen to background color •/ 

/• end fill in the entire visible portion of the •/ 

f* window. Reset the foreground pen to its •/ 

/* original color, -/ 
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S«t AP»n ( ceg*f ind(jw->IlpB rt^ , tegwir.dow->R?ort->BgP«n> j 
l*«ctrilH reg Mindo w-> Wort, 

rB^Hindow->3cirderI«rt , 

i«gWindow-^Bord»rTcp, 

re9WindOM->Width-T!>gWinclow-?Boid«c{itlghl;, 

ragWi ndow->Hfti ght^ r«gWi,ndow- >Boi:d« rBoc c csm) j 
S«tAPftri(tegWi(jdow->iiport, oldFijPer) ? 



/• Find the nuraJber of lines that will fi! 
/• th« wlrdow. 



in 



nuaLinws - (i:egWindaw->Heig^t 

(reg!*ifidaw->33rdec7op * 
regMindow->BoirdexBOttO!r,> ) /P:X_?ER_LIMS/ 

/• S«t th« starting l«ft cot)rdir.atB ta the '/ 

/• wind(}w':9 visible l«ft edge. Set th» "/ 

/• starting vertical coordinate tc th« •/ 

/• window' 3 top visible edge plus the apsce */ 

/• necessary the render one line of text. •/ 

it - reg*findow->3ijrdarLeft; 

Y • *«9«iodoif->3order7op+reg>rindsv->Jii'ort->Tj(flaseline; 

/* Set the oajtinsi=i n-jsber of character a that •/ 
/* will fit hoxi=ontall^ in thia window. */ 

tM3c Line Length - ( regWindow->l*idth - 

< rBg*iindo«->fl order Right* 

rftgKirtdow->BorderLefti ) /gChar Length; 

/• Stert at the beginning of th« current page. ■/ 

alinePtrl ^ gLin«?tr: 

/• ilhile there are linea loft and we haven't •/ 
/• gone over the top of the file. •/ 

while UnumLlnes) ki {aLinePtrl < gFileTopM 
( 

/* Copy the current line pointer. »/ 

«LinePtr2 - aLinePt:rl; 



/• rind the nwrJsec of cha facte rs to print 
/• for this line. 

lineLength " 0; 

«hiJe{C»Un*Ptrl !- '\r*) ii 

C'aLinePcrl !•• 'Vn'S £i 

(ALinePtrl < gFileTcpJ C« 

(lir-eLengt-h < jsaxLlneLer^grhn 



i 



llneLength++; 
aLinePtrl +i-,* 



Print thea. 



Q^ The Memory Location ^K 

Amiga specialists! Full service Commodore dealer. 
Commodore authorized Educational dealer. 

Pulsar Power PC 

4mb 2630 Card (25mhz 68030) 

2232 Multi-Serial port card 

1950 Multisync Monitor 
AE High density 3.5" drive 

Mi Graph Hand Scanner 

Sharp JX-300 Color Scanner 

Sharp JX- 100 Color Scanner 

Xapshot still video camera 

Canon RP-420 Video printer 

Gold Disk Office 

Disney Animation Studio 

BibleReader 

Amax II 

Home Front 

Wings 

Shadowof the Beast II 

Black Gold 

Heart ol' the Dragon 

Pool of Radiance 

Check Mate 

Over Run 

Second Front 




The 

Memory 

Location 



396 Washington Street 
Wellesley, MA0218 
(617)237 6846 

Store hours: Mon.-Thun 10-6,Fri. 10-8,Sal. 9-5 
Commodore authorized repair on-premise. Low fiat labor rate, plus parts 



Mowe(re^Window->IlPort, x, y (i"PI>:_PER_L:NE) W 
t«xt.|regWindow->aPosrt, *LlnePtr2, lineLength); 

/* »ow find the ne^ line -/ 

if I CaLinePtrl -- 'VrM | ) 
(*aLinePtrl " '\nM) 
aLinqptrX+-^; 

•ls« 

if (line length >- maxLineLengthJ 

whil«i((*aLinePtrl !- '\r*) tl 

CaLin&Ptrl !- '\n'> ii 

(aLinePtrl < gFileToc) ) 
*Lin«PErl^; 

if (aLinePtrl < gFileTopJ 
aLlnePtrl++; 



/• DecrsBent th* nu.Ti>er of linea and '/ 
/• inereiTjent i, which indicates which line *f 
/* from the top we are currently printing, •/ 

nuaiLines— .- 
i++; 
1 
} 

/• This function gets the ali* of 'fllenaraa' and •/ 
/• cesarvas it^mary to atoro 'filename' plus the •/ 
/• additional space that will be required by the */ 
/* spaces. Then it opens 'filenanre' and loads it */ 
/• in, IK bytes at a ticia, to the buffer gBffr. *f 
/• The file is retab'd to the reserved laenory */ 
/* buffer. The value pointed to by * f ileal le' ia 'Y 
J' aet to the total aaiount of nieicory reserved. •i' 
/• The value pointed to by 'filetcp* is aet to */ 
/• point to the nsiaory location after the last •/ 
/• eaeffliory location is actually filled during the '/ 
/" retAb process. */ 

ULONG LoadAndB*tabFile(filenaii«, filesize, filetop, spaces! 
char 'filename, **filetop; 
int *filesize, spaces; 
t 

riLE *infile; 

i"t nuBiChar, 1, cursontoutcol - 1, atesipvalue; 

VLOHG returtiValue ^ SUI-Lj 

register char 'inbffptr, *outbffptrj 

•f Ileal le - OetFileSii* (filename) 'KULTIPLlEKv 

Inflle " fopen(filenaae, "rb*) ; 

ifdnfile — HULL) 

( 
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•filesize • 0; 

return(returnValue) ; 



roturnValue - (ULONG) 

AilocHem(»fileaiie, K&KF_PUBLIC1HEMF_CL£AR> j 

if (returnValue -- WLL) 
( 

*£il«5i£e - 0: 

return (returnValue) ; 
I 

outbffptr ■ (char ■) returnValuaj 

do 
( 

nunChar - freadtgBffr, siieoilchar), 3tf?r3iZE, inf llej ; 

inbffptr - gaffr; 

tihiU((inbffptr < (gBf f z*nunChar} ) a 

(outbffptr < (char •) (retumValne-rt-filesis*} ) ) ) 
{ 

if(*inbffptr — *\t') 
I 
atesipvalue - (current outcol/spaces+l) 'spacea/ 

i • currentoutcolx 

while ((i < ateospvalue) (( 

(outbffptr < (char "I |returnValu«i-Cf ileaize) ) n 
"outbffptr+-r ■ k '^ i++; 



currentoutcol > atempvalue; 
I 

elae 

i 

ifCinbffptr " »\r' «t 'inbffptr — ^n') 

cut tent out col - 1; 
elae 

Qur£«ntoutcol++; 

•outbffptr++ - ■Inbffptr; 
J 

inbffptr++f 
i 
i 
while UnUflCher -- BVTTSltti ti 

(outbffptr < (Char •HratiJtr(ivalue*(*fil«3iio> ) ) ) .- 



* filetop • outbffptr 



(continued on page 88) 
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NTSC'PAL VL 1 

These two programs are great for both NTSC and PAL users. They allow owmers 
with the new ECS 1MB Agnus chip (supplied with ail new A500s, A2000s, and A3000s) 
to switch from PAL to NTSC. The author points out that NTSC to PAL has not been 
checlced yet; still, no problems are foreseen. Users will either boot in PAL or NTSC. 

Advantages to this are pointed out in the documentation. NTSC users can no^v get 
a better quality picture with PAL, while PAL users will have less interlace flicker with 
NTSC. BootNTSC and BootPAL run only from the CLL 

NTSC-PAL can be found on Fred Fish Disk #387. hicludes Assembly source. 
Author: Nico Franqois 

SNOOPDOS VJ.O 

SnoopDOS is a utilit}^ that allows you to see Amiga DOS fimction calls. SnoopDOS 
opens a window that displays all the calls made by programs being run, plus it displays 
all libraries, devices and fonts that have been loaded. This is useful when trying to 
determine why a program will not run. You can check to see if all libraries, fonts, etc. are 
available to the program. 

SnoopDOS can be run as is, or you can use the included settings, such as create 
printouts. The SnoopDOS window can be inactivated while the utility remains running. 
SnoopDOS can be found on Fred Fish Disk #388. Includes C source. Author: Eddif Carroll 

RETAB VL03 

Retab is a useful utilit)^ that wdll change tabs to spaces, spaces to tabs, or change a 
tab size. Retab can be used on any text file. There are option settings to determine what 
type of formatting is desired. You can protect text inside quotes, brackets, etc. by using 
the "-p" option. The "-c" option was developed with the C programmer in mind. It is 
used in reformatting C source files. 

Retab can be run from the CLI or Shell, and can be found on Fred Fish Disk #389. 
Includes binary only. Author: Paul Kliuk 



UPDATES 

CrossDOS V4.00a is a mountable MS-DOS file system created by Consultron. This is 
a "read only" version (you can only read from the disk, you cannot write). You can 
contact Consultron for a full version. In this version a faster floppy device driver was 
added which can access data up to two times faster than the previous version. 

A program, Instali-MSDOSPS, is included to help you install CrossDOS on your 
hard drive. Minor alterations may be needed in your startup-sequence. Also included 



by Aitnee B. Abren 
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VideoMaster 

The Integrated Desktop Video System 

For Amiga Computers 



■ 



RefefenC( 



Out 




Vidl" ' :h ''«'*^" 



VideoMaster 



Wipe 



VideoMaster integrates in a single system all the functions necessary to transform the Amiga computer into a fully 
featured nuiltimcdia workstation without using the video slot. VideoMaster performs the following functions: 



♦ Genlocks the Amiga graphics to incoming composite (PAL or NTSC) 
or S- Video source (S-VHS, Hi8 or ED-BETA). 

♦ The genlocked video production is available in composile and S- Video 
formats as well as RGB for optimum graphics. 



RGB 




♦ A built-in RGB spliuer provides for direct connection lo a 
digitizer including a compatible interface to Digi-View Gold 4i). 

♦ A special effects generator produces horizontal, vertical, circle 
and inverted wipes-automatically timed or manually controlled, 

S-VfDEO 



Two Models 

NTSC(RS-l7i)A)andS-Video 
PAL and S- Video f)25 

The S- Video, Y/C signal is processed 
independently in. through and out. 

"Glitch Free" Switches 

Cut lo any Amiga Reference \'ideo com- 
bination in the next frame of your 
recording with no Hicker or artifacts. 

Dissolve Control Bars 

Dissolve lo any Amiga/Reference Video 
combination. Also dissolve to black. 

Wipe Switches and Control Bar 

Vertical, hcnizi^ntal and circle wipes limed 
by VideoMaster or controlled manually. 
Inverted or combined multiple wipes for 
special and unusual effects. 

Digitize External Images 

Connect your Digi-View Gold 4.0 
digitizer, set RGB splitter to Auto and 
VideoMaster will synchronize the digitizer 
to R. G and B signals. Under manual 
control, selecl RGB sequence and interface 
to most commercially a\ ailable digitizers- 
no B lV: W camera with col or-u heel 
required. 



VRbSH 
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The S-VIDEO GENLOCK 

for all Amigas 

A-500/A-1000/A-20DO/A-2500/A-3000 



RGB Processor 

VideoMasier generates RGB video and 
graphics for direct conned ion to an RGB 
monitor or projector. The standard Amiga 
monitor can display reference video and 
Amiga graphics optimally in RGB mode. 

Transcoding 

Create composile productions from S- 
Video reference source. Create S- Video 
productions from cimiposite reference 
video. VideoMasier ouipui is continuously 
available in all three formats. (Composite. 
S-Video.andRGB). 

Record with No Reference Video In 

No problem! VideoMasier generates 
internal sync to allow the Amiga artist to 
record his animation in either composite or 
S- Video. 

Amiga RGB Session 

No recahling! Set VideoMasier to Off By- 
pass and develop RGB graphics for your 
next production. 



Key Out 

Compatible with the video mixer in your 

studio ensemble. 

Leave your Amiga Video Slot Open 

For use wiih other \ ideo add-on cards that 
add sizzle to your productions. 
External Power Supply 

Required for A-f^i){). O pi ion a 1 for all other 
Amigas. 

Dealer Demonstration Program 

Video dealers should contact VidTcch for 

details. 

Warranty and Support 

VideoMaster comes with a full year 
warranty and S(M) number for customer 
service and support. 
Call or write us today: 

VidTech Internationaljnc. 

2822 NW mh Avenue 

Miami, Florida 33122 

8(J0-727-2261 or 305-477-2228 

Fax 305-591-1651 

Price: SI 295 

Dealer inquiries invited. 

U.S. Distribution by 
Micro-Pace, Inc., Champaign. 111. 



VidTfech 
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is a Technical Reference Manual on disk along with an 'In Case of 
Difficulty" file. The Technical files have an example mountlist, a 
small glossary, and device error codes. The Difficulty file contains 
a list of common problems that you may run into, along with 
suggested solutions. 

CrossDOS V4.00a can be found on Fred Fish Disk #382. This 
is an update to version 3.05b on Fred Fish Disk #252. Includes 
source. Author: Lconnrd Ponm 

Msh VI. 30 is an MS-DOS files system handler. This is patch 3 to 
release one. Msh VI .30 is fully functional with read and write 
capabilities. 

With this ne^v version, read error requesters no longer ap- 
pear when a bootblock of a disk is unreadable. Also, the stack size 
of messydisk.device task and the file system was reduced. 

Msh VI. 30 can be found on Fred Fish Disk #382. This is an 
update to version 1.5 on Fred Fish Disk #327. Includes source. 
Author: Olaf Seiberf 

LHArc V1.21 is an archive program akin to ZOO and Arc. LHArc 
uses the LZHUF compression, and can store several files in one 
archive in a compressed form. This allows you to compress an 
entire floppy disk in one compression. One nice feature is that, 
when LHArc compresses, it retains the file attributes. LHArc has 
several commands and switches giving you a variety of com- 
pressing options, 

A few bugs fixes were added to this version. Also, LHArc is 
now a "pure" program, so you can make LHArc resident using 
the AmigaDOS RESIDENT command. 

LHArc VL21 can be found on Fred Fish Disk #383. This is an 
update to version LIO on Fred Fish Disk #312. Includes binary 
only. Author: Paolo Zibet ti 

MandelMountains V2.1 renders 3-D images of the Mandelbrot & 
Julia sets. This is the turbo version, and it can run two to three 
times faster than version 2,0, You can define magnification win- 
dows to zoom deeper into the image. 

With this version, the Workbench window will notbe cleared 
during rendering, so the parameters remain visible. Also, the task 
priorit)^ is not changeable during computation, 

MandelMountains V2.1 can be found on Fred Fish Disk #383. 
This is an update to version 2.0 on Fred Fish Disk #354. This 
program is Shareware, Includes binary only. 
Author: Mathias Ortmann 

Pcopy V2.ll is a disk-copying program useful for producing 
large amounts of different copies. Pcopy is not known to copy 
copy-protected disks; however, it does produce reliable copies 
because it can verify the written data. 

Pcopy displays a "Copy History" window which keeps a 
record of all copied disks as well as a Progression window which 
graphically displays the copying process. A nice featvi re included 
with Pcopy is Track Salvage which has the ability to recover data 
from a damaged track. Pcopy can be executed from the CLl or 
Workbench. 

Pcopy V2.ll can be found on Fred Fish Disk #383. This is an 
update to version 2.0 on Fred Fish Disk #243, Includes binary 
only. Author: Dirk Rcisig 
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(ZoomBox, continued from page S5) 

recurn |recurnV«lu«) ; 
! 

/' G*tFli.eSizo creates a FilelnfoBlock and 

/* Locks the ^iven 'f lloPatWJaiio* . The 

/• FilelnfoSlocJc ia then filleti with infornation 

/* about the file by a. call to Exajiinef}. The 

/* file^izfl ia extracted and then ret's:rr,«d to 

/• the callir-g environment, 

Int GetrileSix«<filaP«thN«ino) 
Char •fil«l'*thKwi»; 

struct FiULoeK -aLock; 

struct FilelnfoBlock •anlnfoi 
int ecror, fileSize? 

aninfo - {atruct filelnfoBlock *) 

AlioCMea (aiseof (SEimet FilelnfoBioclel , 
MEMF_P U BL 1 C J ME.MF_C LEft B ) f 

aLock - fitcuct rilflUock •) 
Lock I £ i lQ?ath>Ja;ne » 
ACCESS_nEADJ J 

error ^ Cxtmina (aLock, unlnioi i 

UnLock laLack> i 

fileSine - (int) anrrifo->f ib_SiEe? 

FreeK«m(aninfo, sisoof (fltruct FilelnfoBlock) ) -' 

roturnffiUSiieli 



LISTING THREE: ZoocoBox.h 

/• File: Io==iSo-i.h 



loOKBOx.h 
Zoos^ox.h 



tifndef 
tdefine 

/* Function prototypes. The C language aasusves ■ 
/* that all functions return type integer unless 
/* otherwise stated. I£ a function returns a 
/• type other than integer, that function nust 
/* be declared before any function that calls it 
/■Is defined. 7hes9 jjirototypes also help to 
/• avoid errors during function calls. When they 
/• occur, because of t.he prototi-pnes, the 
/• coi=piler can ge.-ierate a warning. 

void Cleanup (void) , 

HandloEvent (void J , 
HandleSoorraoMSelect (void) , 
HandleZoo:Ti5oKKe»tSize (voidi , 
Handle ZoornBo^.IlefEesh (void) , 
HandioKouse^owri (void) ; 

estt^rn void DrawWindow(void); 

extern ULOffG Find>fewLinePtr (void) , 

LoadAndRetabFile ( char ", 
int ', 
Char '*, 
intK* 

/• These are special purpose constants thac will 
/• be used by the program, one teasor. for 
/' collecting them together like this is that 
/' they t^y be changed easily. If instead of 

/- defining Wi;D0'^_V<ID7ii to be 120 we siaiply 
/■ used '120' everywhere it is needed in the 
/• program ve would have to re:sieEi}9r all of 
/■ those places and change them separately if we 
/• needed to. Using tdefine's, we just change 
/■ this one occuiance ar.d the new value will 
/■ autCTvntically be used whe,". the program is 
/• re-compiled, 

♦define *rlK0O«_«I0ira 120 

Id^fin* l«IKDOM_K&IGHT 89 

#defi.10 KAIH_HIK1Xm_FIAGS 

Kisr)0>rsiziK(j i wikdowdeptk i k:kdomc:^ss ; wi^-ix:k:;rag i s:--!ple_sefhe3h 



fdefine 


MAIN' MINDOK IFLAt^S 


GADGETU? 


tdef ina 


Wl>OC« KIN WIDTH 


80 


♦define 


WIHI>OM_WIK„HEIGHT 


60 


♦define 


WINDOW MAX H107K 


«30 


♦define 


window""max height 


i»e 


♦define 


ZOOM LEFT 





•define 


20OH TOP 





♦define 


INTUITION REV 


53 


*de£i:ie 


BUFFS HE 


1021 


Ida fine 


SPACES 


fl 


#defi:^e 


PIX ?ER LINE 


i 


♦define 


KAJC LINE LEKGIH 


SO 


♦define 


MULTIPLIER 


2 



CLObEi'fiNi;:;^* ! news :se ; as fresh win-oow imoussbuttons 



♦endif 

LISTING FOUR: ZocauBoxWith 

r Fiiu: 2ctnEoKWith 

libic.ij, zooRiBOKKain.o* aocaSosFun^ticns.o 

TO 

SoomSOK 

LIBRARY 

libvlc.llb,lib;aiiiiga.llb 
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¥ \'ol 1 Xo. 1 Premiere, 1986 

Highlights incUidc: 

"Super Spheres", An ABask Graphics Progrflnv by Kelly 

Kauffman 

"Dale Virus", by J. Foust 

"E2-Tcrm", An A13asic terminal program, by Kelly Kauffman 

"Miga Mania", rrogramming fixes & mouse care, by P. 

Kivolowilz 

"Inside CLl", A guided insight into AmigaDos, by C. Musscr 

K Vol. ! Xo. 2 1936 

H igh 1 i ghls i n cl ude: 

"inside CLl: Part Two", Investigating CL! & ED, by G. Musser 

"Online and the CTS Fabite 2424 ADH Modem", by J. Foust 

"Supertcmt V 1.0", A lenriinal prograni in Amii;a Basic, by K, 

Kauffman 

"A Workbench "More" Program", b\' Rick Wirch 

%' Vol. 1 Na 3 19S6 

Highlights include: 

"Forth!", A tutorial 

"Delu.ice Drawl!", An Amiga BASIC art progmm, by R. VVirch 

"AmigaBASIC, A beginner's tutorial 

"Inside CLh Part 3", by George Musser 

m Vol I No. 4 19S6 

Highlij^hts include; 

"Build Your Own S 1/4" Drive Connector", by H. Vimros 

"AmigaBASlC Tips", by Rich VVirch 

"Scrimpcr: Part One", A program to print Amiga screen, by P. 

Kivolowitz 

e Vol. 1 No. 5 19S6 

Highlights include: 

"Tire HSl to RGB Conversion Tool", Color manipulation in 

BASIC, by S. Pietrow'icz 

"Scrimpen Part Two" by Perry Kivolowitz 

"Building Tools", by Daniel Karj' 

¥ Vol I Xo. 6 1986 

Highlights include: 

"Mailing List", A basic mail list program, by Kelly Kauffman 

"Pointer image Editor", by Stephen Pielrowic:^ 

"Scrimper: i'art Three", by Perr)' Kivolowiiz 

"Optimixc Your Amiga Basic Programs For Speed", by Steve 

Pietrowicz 

** Vol. 1 Xo. 7 1986 

Highlights include: 

"Try 3-D", An introduction to 3-D graphics, by Jin\ Meadows 

"Window Requesters in Amiga Basic", by Steve Michel 

"1 C What I Think", A few C graphic progs, by R. Peterson 

"Your Menu Sirr, Programming AmigaBASIC menus, by B- 

Catley 

"Linking C Programs with Assembler Routines", by C. Hull 

W Vol. ! Xo. S 19S6 

Highlights include: 

"Computers in the Classroom", by Robert Frizelle 

"Using Your Printer With The Amiga" 

"Using Fonts from AmigaBASIC", by Tim Jones 

"Screen SaVcr", Monitor protection program in C, by P. 

Kivolowitj; 

"A Tale of Three EMACS", by Steve Polii^g 

",bmap File Reader in AmigaBASlC", by T Jones 



¥ Vol 1 Xo. 9 1986 

Highlights include: 

"The Loan Information Program", A BASIC prograni for your 

financial options, by Bri.in Catley 

"Starting Your Own Amiga-Related Business", by W. 

Simpson 

"Keep Track of Your Bu.'^iness Usage for Taxes", 

b\' J. Kumn\er 

"Using Fonts from AmigaBASlC: Part Two", by Tim Jones 

"6SOO0 Macros On The Amiga' , by G. Hull 

« Vol 2 Xo. 1, January 1987 

Highlights includes 

"What D!gi-V5ew is... Or, What Genlock Should Be!", by J. 

Foust 

"AmigaBASlC Titles", by Bryan Catley 

''A Public Domain Modula-2 System", by Warren Block 

"One Drive Convpile", by Douglas Lovell 

"A Megabyte Without Megabucks", An internal megabyte 

upgrade, by Chris Irvinj^ 

« \^oL 2 Xo. 2, February 1987 

Highlights include: 

'The Modem", Efforts of a BBS sysop, by Joseph L. Rothman 

^'The AGO Froject..,.Graphic Teleconferencing on the 

Amiga", by S. R. Pietrowicz 

"Flight Simulator 11: A Cross Country Tutorial", bv John 

Rafierty 

"A Disk Librarian In AmigaBASlC", by John Kennan 

"Creating And Using Amiga Workbench Icons", 

by C. Hansel 

"Build Your Own MIDI Interface", by Richard Rae 

"AmigaDOS Operating System Calls and Disk File 

Management", by D. Jlaynie 

"Working with the Workbench", by Louis A. Maniakos 

W Vol, 2 Xo. 3, March 19S7 

Highlights include: 

"An Analysis Of The New Amiga PCs (A2000 & A500)", by J. 

Foust 

"Subscripts and Superscripts in AmigaBASlC", by I. Smith 

"AmigaTrLx", Amiga shortcuts, by ^V. Block 

"Intuition Gadgets", by Harriet May beck Tolly 

"Forthl", Put sound in your Forth programs, by Jon Bryan 

"Assembly Language on the Amiga", bv Chris Martin 

"AmigaNotes", Xo stereti? Y not?, by Rick Rae 

%' Vol. 2 Xo. 4, April 1987 

Highlights include; 

"Jim Sachs Inten.-iew", by S. Hull 

"The Mouse That Got Restored", by Jerrv^ Hull and Bob RJiode 

"Household Inventory System in AmigaBASlC", by B. 

Catley 

"Secrets of Sareen Dumps", by Natkun Okun 

"Amigatrijc II", More Amiga shortcuts, by Warrtn Block 

¥ \'ol. 2 Xo. 5, May 19S7 

Highlights Include; 

"Writing a SoundScape Module", Programming uiih MIDI, 

Amiga and SoundScape in C, by T. Fay 

"Programming in &S000 AsscJnbly Language", by C Martin 

"Using FutureSound with AmigaBASlC", Programming 

utility \vith real digitii^ed STEREO, by J. Me^^dows 

"Waveform Workshop In AmigaB.A'srC", by J. Shields 

"Intuition Gadgets: Part U", by H. MaybeckToIly 



i* Vol.2 Xo. 6,Junel9S7 

Highlights include: 

"Modula-2 AmigaDOS Utilities", by S, Faiwiszewski 

"Amiga Expansion Peripherals", by J. Foust 

"What You Shotild Know Before Choosing an 

Amiga 1000 Expansion Device", by S- Grant 

"68000 Assembly Language Programming", by Chris Mnrtin 

»•■ Vol. 2 Xo.7,July l9Sr 

Highlights include: 

"Video and Your Amiga", by Gran Sands III 

"Amiga.s ^ Wc.it her Forecasting", by Brendeu Larson 

"Quality Video from a Quality Computer", by O. Sancts 

"Is IFF Really a Standard?", by John Foust 

"All About Printer Drivers", by Richard Bielak 

"6 SO 00 Assembly Language", by Chris Martin 

m Vol. 2 Xo. 8, August 1987 

Highlights include: 

"Amiga Entertainment Products" 

"Modula-Z Programming" 

"Assembly Language" 

"Disk-2-Disk", by Matthew I.eetis 

"Skinny C Programs", by Robert Riemersma, Jr. 

%' Vol. 2 Xo, 9, SeptcTtber I9S7 

Highlights include: 

"Modula-2 Programming", Raw console dev. events, by S 

Faiwiszeivski 

"AmigaBASlC Patterns", by Brian Catley 

"Programming with SoundScape", by T. Fay 

"Bill Volk, Vice-President Aegis Development", interview 

by Steve Hull 

"jim Goodnow, Developer of Manx'C"', interview by Harriet 

M Tolly 

H Vol. 2 Xo. 10, October I9S7 

Highlights include: 

"Max Headroom and the Amiga", by John Foust 

'Taking the Perfect Screen Shot", by Keith Conforti 

"Amiga Artist: Brian Williams", by John Foust 

"All About On-line Conferencing", by Riohard Rae 

"Amiga BASIC Structures", bv Steve Michel 

"Quick and Dirty Bobs", by Michael Swinger 

"Fast File I/O with Modula-2", by Stu^'e Faiu*isze'.vski 

"Window I/O", by Read 1 'red mo re 

1r" Vol. 2 Xo. 11, NovemlKT 1987 

Highlights include: 

"Jez San Interview", StarGlider author speaks;, by Ed 

Bercovitz 

"Do-it-yourself Improvements To The Amiga Genlock" 

"Modula-2 Programming", Devices, I/O, & serial port, by S. 

Faiwis7ev\'ski 

"6S000 Assembly Language", by Chris Martin 

'The AMICUS Network", by John Foust 

"C Animation; Part 11", by Mike Swinger 

"SoundScape Part IH", VU Meter and more, by Todor Fay 

"Fun with Amiga X umbers", by ALui Bamett 

"File Bro-^v'ser", by Br>'an Catley 

¥ Vol, 2 Xo. 12, December 1987 
Highlights include: 

"The Sony Connection", by Stewart Cobb 
"CLI Arguments In C", by Paul Casionguay 
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"MIDI Interface Adaptor", by dairy Massoni 

"Modula-I", Comniand line calculator by S. FaiwIsz€V%'ski 

"AmigaNotcs", Audio changes made in the A500 &A2000,by 

Rick R.ie 

"Animation for C Rookies; I*arl 111"^ by M. Swingi^r 

"The Big Picture", Assembly language piL>gTamming, by 

Warren Ring 

"Insider/Kwikstart Review", RAM & ROM expansion; 

Comments & installation tips, by Ernest P. Viveiros, Sr. 

"Forth!", DumpRPort utility for your Multi-Forth toolbox, by 

Jon Bryan 

« Vol. 3 Xo. :, January 19S8 
Highlights include: 

"AmigaNotes", Amiga digital music generation, by Rich Rae 
"C Animation; Part IV", by Michael Swnger 
"Forth", Sorting out Amiga CH3P and FAST memory, b)' John 
Bryan 

"The Big Picture", CLI system calls and manipulating disk 
/iles, by Warren Ring 

"63000 Assembly Language Programming^', Create a multi- 
color screen without using Intuition routines, by Chris Martin 
"Modula-2 Programming", by S. Fai^viszeivski 
'The Ultimate Video Accessory^ Part II", by L. Wr\ile 
"Format Master Professional Disk Formatting Engine", by 
CMann 

"B Spread", Full featured Amiga BASIC spreadsheet, by Bryan 
Catley 

1* Vol 3 No. 2, February 1988 

Highlights inchide: 

"Laser Light Shovvs with the Amiga", by Patrick Murphy 

"The Ultimate Video Accessor)" Part III", by L. White 

"Pholo Quality Reproduction with the Amiga and Digi- 

Vicw", bv S:ephen Leb^ms 

"Solutions To Linear Algebra Through Matrix 

Computations", bv Robert FUis 

"Modula-2 Programming", Catching up with Calc, by Steve 

Faiwiszewski 

"69000 Assembler Language ProgTamming", b;' Chris Martin 

"AiRT", Icon-based program language, by S. Fai^viszewski 

r Vol. 3 No. 3, March 1988 

Highlights include: 

"Desktop Video: Part IV", by Larry White 

"The Hidden Power of CLI Batch File Processing", by J. 

Rothman 

"A Conference With Eric G rah ant"/ edited by John Foust 

"Perry Kivolowitz Interviewed", by Ed Borcovilz 

"Jean "Moebius" Giraud Inten'iewed", by Ed Fadigan 

"PAL Help", AlOOO expansion reliability, by Perr>* Kivolowitz 

"Boolean Function Minimization", by Steven M. Hart 

"Amiga Serial Port and MIDI CompalibU ily for Your Al 000", 

by L. Ritter and G. Rent:; 

"Electric Nehvork Solutions the Matrix Way", by Robert Ellis 

"Modula-2 Programming", Tlie gameport device and simple 

sprites iiv action, by Steve Faiwiszewski 

"The Big Picture", Unified Field Theory by Warren Ring 

i' Vol 3 Na4,Aprin9SS 

Highlights include: 

"Writing A SoundScape Patch Librarian", by T. F.iy 

"Upgrade Your AlOOO to ASO0/20<J0 Audio' Power", by H. 

Bassen 

"Gels in Multi-Forth", by John Bushakra 

"M acrobatics". Easing the trauma of Assembly language 

programming, by Patrick J. Morgan 

"The Ultimate Video Acccsory; Part V", by Larry White 

'The Big Picture, Part H; Unified Field Theory", by W. Ring 

¥ Vol.3 Xo.5,May 19S8 

Highlights ill dude: 

"Interactive Startup Sequence ', by Udo Pemisz 

"AmigaXrix III", by Warren Block 

"Proletariat Programming", Public domain compilers, by P 

Quaid 

"The Companion", Amiga's event-handling capability, by 

P.Gosselin 

"The Big Picture, Unified Field Theory; Part Iir, by W. Ring 

"Modiila-2", Termination modules for Benchmark and TDI 

compilers, by Steve Fai;viszeivski 

"68000 Assembly Language", Peeling away the complication 

of display routines, by Chris Martin 

"The Command Line: The First Installment", by Rich 

r'alconburg 



H Vol. 3 Xo. 6, June 19SS 

Highlights include: 

"Reassigning Workbench Disks", hy John Kcnnan 

"An IFF Reader in Multi-Forth", by Warren Block 

"Basic Directory' Service Program", Programming alternative 

to the GimmeeZeroZero, bv Bryan CAtlcy 

An Amiga Forum Conference with |im Mackraz 

The ^Vmiga market as seen by the "Stepfather of Intuidoiv," 

The Command Line; Exploring the multi-talented LIST 

command", by Rich Falconburg 

*■ Vol 3 No-7,JuSyl9SS 

Highlights include: 

"An Interview with 'Anim Man,' Gary Bonham"by B. Larson 

"Roll Those Presses I", The dandy, demanding world of 

desktop publishing, by Barney Schwartz 

"Linked Lists in C", by W. E. Gammill 

"C Notes from the C Group", The unknown "C" of basicobject 

and data types, by Stephen Kemp 

* Vol. 3 No. 8, August 19S8 
Highlights include: 

^The Developing Amiga", A gaggle of great programming 

tools, by Stephen R Fietrowicz 

'"Modula-2 Programming", Libraries and the FFP and lEE 

math routines, bv Steve Faiwiszewski 

"C Notes from the C Group: Arrays an d pointers unmasked", 

by Stephen Kemp 

"TrackMouse", Converting a standard Atari trackball into a 

peppy Amiga TrackMouse, by Darryl Joyce 

"Amiga Interface for Blind Users", by Carl W. Mann 

"Tumblin'Tots", Assenibh' language program, by D. Ashley 

if Vol. 3 No. 9, September 19S5 

Highlights include; 

"The Kidco Tapes", A Georgia elementary school puts 

desktop video to work, by John Dandurand 

"Speeding Up Your System", Floppy disk caching, by Tony 

Preston 

'"Computer-Aided Instruction", Authoring system in 

Amiga BASIC, by Paul Castonguay 

"Gels in Multi-Forth, Part li: Screenplaj-". by John Bushakra 

"AmigaNotesr How IFF sound samples are stored", by 

Richard Rae 

"C Notes from the C Group", Operators, expressions, and 

statements in C uncovered, by Stephen Kemp 

¥ Vol 3 No, 10, October 1988 

Highlights include; 

"The Command LinciNEWCLI: A painless way to create a 

new console window", by Rich Falconburg 

"Record Keeping for Freelancers: A Superbase Professional 

Tutorial", by Marion Delajid 

"On The Crafting of Programs", Optimization kicks off our 

series on programming savvy, by David J, Hankins 

"Bob and Ray Meet Frankenstein", Create, animate, and 

metamorphose graphics objects in AmigaBASiC, by R. D' Asto 

"Digital Signal Processing in AmignBASiC", Perform your 

oivn digital experiments with Fast I'ourier Transforms, by 

Robert Ellis 

"HAM & AmigaB ASIC", Pack your Am:gaBASIC progs with 

many of ihe Amiga's 4096 shades, by Bryan Catley 

"CAI — Computer .\ided Instruction; Part 11", by Paul 

Castonguay 

* Vol. 3 No, 11 , November 1988 
Highlights include: 

"Structures In C", by Pau! Castonguay 

"On The Crafting of Programs", Spet-d up your progs, by D. 

Hankins 

"Desktop Video VI: Adding the Third Dimension", by L. 

W^nite 

"More Linked Lists in C: Techniques md Applications", 

Procedures for managing lists, storing diverse data ivpQ> in the 

same list, and putting lists to wotk in your programs, by Forest 

W. Arnold 

"BASIC Linker", Combine individual routines from your 

program library to create an executable program, by B, Zupke 

i' Vol. 3 No. 12, December 1988 

Highlights include: 

"'The Command Line; ^Tiat to do when the commands of 

AmigaDos fail", by Rich Falconburg 

"Converting Patch Librarian Files", by Phil Saunders 

'The Creation of Don Bluth's Dragon's Lair", by R Linden 

"Easy Menus in JForth", by Phil Burk 
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"Extending AmigaBasic", The useof libran' calls from \d(hin 

AniigiUASlC by John Kennan 

"Gdting Started In Assembly", by Jeff Glaii 

"C Note* From The C Croup: Program or funclion control 

coding", by Sttjphen Kemp 

"Amiga Dos, Assembly Language, And FileNotcs", Weapons 

in the war jg^iinst file overload; accurate, descriptive file 

naming, by Dan Htitit 

*■ \'oI. 4 No. 1, January 19S9 

Highlights include: 

"Desktop Video", by Richard Slarr 

'"Induslriai Strength Menus", by Robert UAsio 

"Scrolling Through SuperBitMap Windows", by Read 

IVedmore 

^'Sync Tips; Dot crawl, the Amiga and composite video 

de%'iccs", by Or an J. Sands 

"Slop-Motion Animation On The Amiga", by Brian Zupke 

"The Command Line: New and Improved Assembly 

Langujge Commands", by Rich Falconburg 

"I'ointers, Function Pointers, and roirvler Declarations in C", 

bv' Foreit U'. Arnold 

"Death of a Process", Developing an error-handUng module in 

Modula-2, by Mark Cashman 

« VoL4 Xo. 2, Februarv' 1969 

Highlights include: 

"Max Morehead Interview", by Richard Rae 

"A Common User Interface for the Amiga", by Jim Bayless 

"SPY:Programming Intrigue In Modula -2", by Steve 

Faiu"is2ev\'ski 

"Sync Tips; Getting inside the genlock'*,b}' Oran Sands 

"On the Crafting of Programs: A common standard for C 

programming?", by D J. Hanking 

"C jN'otes from the C Group: An introduction to uniojvs", by 

Steven Kemp 

"The Command Line: Your Workbench Screen Fditor", by 

Rich Fakonburg 

"An Introduction to ARexx programming", by Steve 

Faiwizt'^vski 

¥ \'oL 4 So. 3, March 19S9 

Highlights include: 

"Fractal Fundamentals", by Paul Castonguay 

''Image Processing With Pholosyn thesis", by Gerald Hull 

"Benchmark 1: Fully Utilizing The MCesSSl", Part I: 

Tvirbocbarging the sa\'age benchn^.arkj. by Read Predmore 

"Breaking the Bmap Barrier", Streamline AmigaBASiC 

library access with Quick — lib, by Robt^rt D'/\sto 

"Double Play", AmigaBASiC program yields double vision, 

by Robert D'Asto 

"The Video Desk: The Amiga meets Nikon Camera", by 

L.irry White 

i' Vol. 4 Xo. 4, April 19S9 

Highlights include: 

"AmiEXPO Art and Video Contest Winners",by Steve Jacobs 

"Adding the Not- So-Hard Disk", by J P. Twardy 

'The Max Hard Drive Kit", A hard drive installation pro;cct, 

ubing Palomav's Maj< kit, by Donald W, Morgan 

"Sync Tips: A clearer picture of video and computer 

resolutions", by Oran J. Sands 

"Passing Arguments", Siep-by-step on hovv to pass data from 

the CLI to AmigaBASiC, by Bdan Zupke 

"Creating a Shared Library'", by John Bacz 

¥ Vol 4 No. 5, May 19S9 

Highlights include: 

'The Business of Video", by Steve Gillmor 

"Building Vour 0»vn Slereo Digitizer", by Andre Tlieberge 

"MIDI Out Interface", by Br. Seraphim Winslovv 

"Digitized Sounds in Modula-2", by Len A. Wiiite 

"Sync Tips: The secrets hidden beneath the flicker mode", by 

OrLin J.Sands 

"Insta Sound in AmigaBASiC", by Greg SIringfellmv 

"C Notes from t he C Group: Formatted output functions", by 

Stephen Kemp 

« Vol, 4 No. 6, Juno 19S9 

Highlights include: 

''Adventures in ARe.xx", by Steve Gillmor 

"At Vour Request: Design your own requesters in 

AmigaBASiC", by John R Weiderhirn 

"Exploring Amiga Disk Structures", by David Martin 

"Diskless Compile in C", by Chuck Raudonis 



"Programming the '&S1 Part 11", A discussion on ho^v io 
calculate Mandelbrot & Julia sets, by Read Predmore 
"C Notes from the C Group: VVay5 to avoid problems when 
passing parameters between functions", by Stephen Kemp 

*■ Vol.4 No.7,Julyl9S9 

Highlights include: 

"An Inside look at UltraCard", by Steve Gillmor 

^'Adapting Analog Joysticks to the Amiga", by David Kinzer 

"UsiJtg Coordinate Systems: Part 11 of the Fractals series 

addresses the basis of computer graphics", by P.Caslonguay 

Plus— A Look At Amiga Entertainment 

*■ Vol. 4 No. 8, August 1989 

Highlights include: 

"Getting Started in Video", by Richard Starr 

"C Notes: Directing programs via the Command Line", by 

Stephen Kemp 

"Executing Batch Files in AmigaBASiC, by Mark Aydellotte 

"Building a Better String Gadget", by John Bushakra 

"On Your Alert: Using System Alerts from BASIC", by John 

F. Wiederhim 

i' \'ol. 4 No. 9, September i9S9 

Highlights include: 

^Digitizing Color Slides And Negatives on the Amiga", by 

Ron Gull 

"Improving Your Graphics Programming", by R. Martin 

"Cell Animation In .Modula-2", by Nicholas Cirasella 

"More Requesters In AmigaBASiC", by John K. VViederhJrn 

"DeluxePaint III — The Inside Story"^ EA's Dan Silva tells 

ho^v DeluxePaint 111 evolvec, b>' Ben & Jean .Means 

"Amiga In Desktop Presentation*', Presentation techniques to 

enhance vour meetings and 5kiminar5, bv John Steiner 

"Multitasking In Fortran", by Jim Locker 

"Gels In Multi-Forth: Fart Ili", by John Bushakra 

1;* Vol. 4 No. 10, October 19S9 

Highlights include: 

"Better TrackMouse", A tme one-handed trackball mouse, b\' 

Robert Katz 

"Conference with Will Wright and Brian Conrad of SimCity 

fame", edited by Richard Rae 

"A 1000 Rejuvenator, Conference with Gregory Tibbs", 

edited by Richard Rae 

"APL Sn The Amiga", by Horu^' Lippert 

"Saving IS-color pictures in high-resolution". Part Tliree of 

the Fractals Series, by Paul Caslonguay 

"More requesters in AmigaBASiC", by John VV:ederhirn 

"G Jatfs Gadgets", Adding gadgets in Assembly, by Jeff Glatt 

"Function Evalualor in C", by Randy Fmch 

"Big Machine On Campus", Humboldt Slate University in 

Northeni California goes Amiga, by Joel Hagen. 

''T>T3iiig Tutor", by Mike"Chip" Morrison 

* Vol. 4 No. 1 1 , November 1989 

Highlights Include: 

"The Amiga Hardware Interface", by John lovine 

"The Command Line: Examine the features in the 

AmigaDOS 1.3 Enhancer software package", by Rich 

Fakonburg 

"C Notes from the C Group: Creating your own libraries in 

C^', by Stephen Kemp 

"APL & The Amiga, Part 11", by Henry* Lippert 

"FastPixO", A faster pixel-drawing routine for the Aztec C 

compiler, by Scott Steinman 

"64 Colors in AmigaBASiC", by Bryan Cat ley 

"Fast Fractals ", Gei^erate Madelbrot Fractals at lightning 

speed, by Hugo M,H. Lyppens 

"Multitasking in Fortran", by Jim Locker 

'if \'ol. 4 No, 12, December 19S9 

Highlights Include: 

"The MIDI Must Go Thru", by Br. Seraphim Winslow 

"View From the Inside: Bars&Pipes", Bars&Pipes designer 

gi\'es a tour of Blue Ribbon Bakery's music program, by 

Melissa Jordan Grey 

"ARexx Part II", by Steve Gillmor 

"A CLI Beginner's Questions Answered", by Mike Morrison 

Trees and Recursion", by Forest \\\ Arnold 

"C Notes from the C Group", A look at two compressing data 

techniques, by Stephen Kemp 

Tlie Command Line: Exploring commands in AmigaDOS^ 

by Rich Falconburg 

"Amiga Citcuits", The techniques required to input 

information via the parallel port, by John lovine 
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* Vol- 5 No- 1, fanuan- 1990 

Highlights include; 

"The Making Of The 19S9 BADGE Killer Demo Contest 

Winner, The Sentinel", by Bradley \V. Schenck 

"Animation Fnr Everyone", by tSarry Solonuin 

"Animation With Scuipt-AnimJle 4D", by Umnie VV.itson 

"Animation? BASlCallyJ", Using Ci?Il animation in 

AmigaBASIC, by Mike Morrison 

"Menu Builder", Buildingmenuswithlntuition^byT. Preston 

"Facing the CLF', Disk structures and start up-s<squences, by 

Mike Mon'i<ion 

"Du.ll Demo", rrogramming an arcade gam^* by Tl\onias 

Hslielman 

"Scanning The Screen", Part Four in the Fractals Scries, by 

Paul Cii-longuay 

"It's Colder Than You Think", Calculating the w-ind chill 

temperature, by Robert Klimaszeu^ki 

%* Vol. 5 Ko. % Februar)- 1990 

Highlights include; 

"A Beginner's Guide to Desktop Publishing On The Amiga", 

by fohn Sleiner 

''A Desktop Publishing Primer", Clearing up some of the 

mystery surrounding printers. 

"Resizing the sheliyCLI Window", by William A. Jones 

"Call Assembly Language from BASIC'', by Martin T. Combs 

"Vou Too Can Have A Dynamic Mcmorj'", Flexible string 

gadget requester using dynamic meniorj' allocation, by Randy 

Finch 

"An Amiga Conundrum", An AmigaBASiC program for a 

puizle-like game, by David Senger 

"View From The Inside: Scanlab", ASDG's President shares 

the development of ScinLab, by Perr\' Kivolo^vitz 

"AMIGANET", by Ernest P. \*iveiros, Jr. 

i-' \*oI. 5 Xo. 3, March 1990 

Highlights include: 

"Screen Aid", A quick remedy to prolong the Ufe of your 

mtinitor, by Dry an Catley 

"An Introduction to MIDI", by R- Shamms Mortier 

"The Other Guys' Synthla Professional", re\'ie\v by David 

Duborman 

"Passport's Master Tracks Fro vs. Blue Ribbon Bakery's 

Bars& Pipes", by Ben Means 

"Microillusions' Music-X", review by Rob Bryanion 

"Dicmcr Development's C-ZAR", review by R Shamms 

Moriier 

"Dr. T's Keyboard Controlled Sequencer", review by Phil 

Saunders 

"MusicTitler", Generating a titler display to accompany the 

audio on a VCR recording, by Brian Zupke 

¥ Vol 5 No. 4,Aprin990 
Highlights include: 

"Handling MS-DOS Files", Adapting your Amiga to MS- 
DOS using a 5-25" disk dri\"e, by Jim Locker 
"Bridging the 3.5" Chasm", Making Amiga 35" drives 
compatible with IBM 3.5" drives, b\' Karl D. Ik-lsom 
"Bridgeboard Q & A", by Marion Deland 
"Handling Gadget & Mouse IntuiEvenls", More gadgets in 
Assembly, by Jeff Glatt 

"Ham Bones". Programming in HANi mode in AmigaBASiC, 
by Robert D'Aslo 

"Gambling with your video, .Amtga-st>'le'', Problems u-ith 
trading genlocks ^\-iih your friends, bv Gran Sands 
"Distant Suns", re\'ieu* by Mike Hubbart 

¥ \^ol. 5 Xo. 5 May 1990 

Highlights include*. 

"Commodorc'^!* Amiga 3000", pre\ievv 

".Newtek's \ ideo Toaster", preview 

"Gelling started With Deluxe Video III", tutorial by David 

Jolmson 

"Do It By Remote", Building an Amiga-operated remote 

controller lor your home, by Andre Thelx^rge 

"Tvim Vour Amiga 1000 Into A ROxM-bascd Machine", by 

George Gibeau Jr. & Dv\^ghl Blubaugh 

"Super Bitmaps In BASIC", Holding a graphics display larger 

th.in the monitor screen, by Jason Cahill 

"Rounding Off Your Numbers", by Sedginvick Simons Jr. 

"Faster BASIC Mouse Input", by Michael S. Fahrion 

"Print Utilit/', by Brian Zupke ' 

i' Vol. 5 Xo, 6, June 1990 

Highlights include: 

"Convergence", Part Five of the Fractal series, by Paul 

Caslonguay 

"C+t: An introduction to object-oriented Amiga 

programming", by Scott B. Sieinman 

"A PL and The Amiga: Primitive Functions and Their 

Execution", by E-icnry T. Lippert 

"Amiga Turtle Graphics", by Dylan McXamce 



"Building A Rapid Fire Joystick"^ by John lovine 

*The AM 512", Upgrade your A500 to a 1 megabyte machine, 

by Jame^ Bentlcy 

"PagcStrcam 1.8", revieiv by John Steiner 

"WordPerfect Macros", by Mike Hubbartt 

"DigiMalc 01", review by Frank McM,ahon 

%■ \'ol. 5 No. 7, July 1990 

Highlights include: 

"Commodore announces CDTV" 

"Apples, Oranges, and MIPS: 68030-based Accelerators For 

The Amiga 2000", by I-rnest P. Viveiros, Jr. 

"PLicound", review by R. Shamms Moriier 

"Hj-perchord", re\'iew by Howard Das sen 

"Exceptional Conduct", Quick response to user requests, 

through efficient program logic, by Mark Cashman 

"Poor Man's Spreadsheet", A simple spreadsheet program 

that demonstrates manipulating arrays, by Gerry L. Penrose 

"Tree Traversal and Tree Search", Two methods for 

traversing trees, by Forest W. Arnold 

"Crunchy Frog 11", bv Jim Fiore 

"Getting to the Point: Custom Intuition Pointers In 

AmigaBASiC", by Robert D'Mto 

"Synchronidty: Right & Left Brain Lateralization", by John 

lovine 

"Snap, Crackle, & POP!", Fixing a monitor bug on 

Commodore monitors, by Richard Landry 

1" Vo!. 5 No. 8, August 1990 
Highlights include: 

"Mimctics* FrameBuffer", re\iew by Lonnie VVatson 

"The VidTech Scardock", review by Oran Sands 

"Amigas in Television", The Amiga in a cable television 

opt-Taiion, bv Frank McMahon 

"Desktop Video in a University Setting", The Amiga at work 

at North Daiiota State University, by John Steiner 

"Credit Text Scroller", re\iew by Frank McMahon 

"Graphic Suggestions", Other ways to use your Amiga in 

video production, by Bill Burke tt 

"Title Screens That Shine; Adding light sources with 

DeluxePainl III", by FrarJ; McMahon 

"The Amiga goes to the Andys" by Curt Kass 

"Breaking the RAM Barrier", Longer, faster, smoother 

animations with only one meg of RAM, by Frank McMahon 

"Fully Utilizing the 68SS1 Math Coprocessor: Timings and 

Turbo_PixeI functions", by Read Predmore 

"A PL and the Amiga: Part IV", by Henry T Lippert 

"Sound Quest's MidiQuest", review by Hal Bel den 

If' Vol. 5 Xo. 9, September 1990 

Highlights include; 

"Dr. T's Keyboard Controlled Sequencer 3.0 ", review by Phil 

Siiundcrs 

"Acting On Impulse", A visit to Impulse, by John Steiner 

"3-D Professional", ren'iei.\' by David Duberman 

"Programming In C on a Floppy System", Yes even a stock 

A500 with a 512K R/K.M expander, by Paul Miller 

'Time Out", Accessing the ,An\iga's system timer device \ia 

Modula-2, by Mark Cashman 

"Stock Portfolio", An original program to organize your 

investments, music library, mailL-ig lists, etc., by G.L, Penrose 

"Voice-Controlled Joystick", by John lovine 

"FrameGrabber"', review by Lonnie Watson 

"KARA fonts", review by R. Shamms Mortit*r 

"Gradient Color Dithering on the Amiga Made Easy", by 

Francis Gardino 

"Sculpt Script", by Christian Aubert 

"The Art Department", review by R- Shamms Mortier 

"Scene Generator", re^ie^v by R Shamms Mortier 

"Breaking the Color Limit with PageRender3D", review by R. 

Shanims Mortier 

W Vol. 5 No. 10, October 1990 

Highlights include; 

"Notes on PostScript Printing with Dr. T's Copyist", by Hal 

Bel den 

"Bio Metal", Make the Amiga flex its first electric muscle, by 

John lovine 

"Atlanta 1996", Will Atlanta host the 1996 Summer Olympics? 

Their best salesperson i& an /\miga 2500. 

"Be A VARl", With Commodore's new Value Added Resaler 

program, creating specialized Amiga applications could make 

you a \'AR. 

"CAD Overview: X-CAD Designer, X-CAD Professional, 

InlroCAD Plus, Aegis Draw 2000, UltraDesign", by Douglas 

Bullard 

"Saxon Publisher^, re^ie^s* by Da\*id Duberman 

"AutoPrompt", review by Frank McMahon 

"Centaur's World Atlas VZO", re\'iew by Jeff James 

"Sound Tools for the Amiga", Sunrize Industries' Perfect 

Sound and MichTron's Master Sound, reviews by M. Keii-elson 

"ProMotion", review by Michael Dispezio 



"Stripping Layers Off Workbench", Remove unneeded file? 

on your Workbench to make room for other programs, by Keith 

Cameron 

"Audio Illusion", Produce fascinating auditory illusions on 

your Amiga, by Craig Zupke 

"Call Assembly Language From Modula-2", Integrating 

small, fast machine language programs into B/\SIC, by Martin 

Combs 

"Koch Flakes", Using the preprocessor to perform selective 

compilation, bv Paul Castongua)' 

"New Products and Other Neat Stuff, Walt Disney 

animation comes to the Aniiga, Alaska on vidcodis<r, more. 

"PD Serendipity", A look atSiO VI .06 a directory utility for the 

Amijja, by Aimi^ Abren 

"Bug Bytes", Upgrades this month include: F*BASIC 3.0, 

ProWrite 3.1, and share^vare program GeoTime 1.2, by John 

Steiner 

"Roomers ", Will those people who bought an Agnus upgrade 

for their A2000 have to buy 1 1 again to get the new Denise chip?, 

by The Bandito 

"C Notes from the C Group", A program that examines an 

archi\'t file and removes any files that have been extracted^ by 

Stephen Kemp 



i' Vol. 5 Xo. 11, Xovember 1990 
Highlights include: 

"Getting A Lot For A Little", A comparison of the available 
Amiga archive programs, by Greg Epley 
"Amiga Vision", re\'iew b)' John Steiner 
"Video Expo New York", The Cammp multimedia show and 
Contmodore in Manhattan 

"High Density Media Comes to the Amiga", Applied 
Engineering's AEHD dri\e, review by John Steiner 
"Fixing The Flicker", MicroWays Advanced Graphics 
Adaptor 20O0, b y John Stei ner 

"Tlie KCS Power PC Board", If you have an Amiga 500, and 
nix?d IBM PC/XT &oJtw.ire compatibiltt)', the KCS Power PC 
Board can help, by Ernest P. Viveiros, Jr. 
"Build An Amiga 2000 Keyboard For The Amiga 1000", Get a 
bet ter-fet' ling keyboard for under $7,00, by Phillip R, Combs 
"Looking Beyond the Baud Rate", The Baud Bandit 2400 & 
Baud Bandit ^L\?/ Level 5 Plus modems, by Ernest P, 
Viveiros, Jr. 

"Xew Products and Other Neat Stufr, Draw4D, A-MAX II, 
and the GVP Series 11 RH-5500 top this month's list 
"Bug Bytes", The Deskjet 500 has been released by Hewlett- 
Packard, by John Steiner 

"PD Serendipity", more updates to the Fred Fish library. Plus, 
a look at Super Vieiv 3.0, an IFF display program, by AimeiJ B. 
Abren 

"C Notes From The C Group", Programming with definitions 
knov\*n as enumerated data types, by Stephen Kemp 
"SAS/C Compiler", review by Bruce M. Drake 
"Mind ware's 3D Text Animator", review by Frank McMahon 
"A Little Closer to Excellence", Micro-Systems Software's 
excellence! 2-0, re\'iew by Kim Schaffer 

* Vol 5 No. 12, December 1990 

Highlights include: 

Twin Peaks Amiga Show Report", AC traveled to AmiEXPO 

in Anaheim, C A and World of Amiga in Chicago, IL to report 

on the newest and brightest Amiga products. 

" I n f o rma I i n X-Ch angc", Keepi ng up to da te on the la 1 es t ne\%'s 

\)a hardware, soft^%'are, and cable T\', by Kick Broida 

"Stepper Motors", Part One of three part series on building a 

simple stepper motor, by John Lovine 

"New Products", Gold Disk Office, Music-,X, Jr., and holiday 

games. 

"Bug Bytes", Workbench upgraded to 2.01 and ,Music-X up* 

graded to 1,1, by John Steiner 

"C Notes From The C Group", A discussion on cryptography, 

by Stephen Kemp 

"PD Serendipity", New CLI utilities and updates to the Fred 

Fish Collection, by Aimee B. Abren 

"Pro Video Post", revie^v b\' Frani: McMahon 

"Feeding The Memory Monster", the ICD AdRAM 5-JO and 

Adl^VM 560D, reviev^' by Ernest P. Viveiros, Jr. 

"McGee fie McGee Visits Katie's Farm", reviev%- by Jeff James 

"MathVision 2.0", review by R. Shamms Mortier 

"Wings", review by Itick Broida 

"Miking A Name For Yourself, Creating logos on the Amiga, 

by Frank McMahon 

"Hard Disk Primer For Floppy Users", Taking the sting out of 

the transition from floppies to hard drive, by Rob Hays 

"Shotgun Approach To Programming With AmigaBASiC, 

Bring i ng the f un d am en lal s o f Ami ga B A SIC progr am mi ng in to 

perspective, by Mike Morrison 



^2 AxiAZisc CoMPimsG 



The Fred Fish Collection 



Due to the increasing size of the Fred Fish 
Collection, only the latest disks are repre- 
sented here. For a complete list of all AC, 
AMICUS, and Fred Fish Disks, cataloged and 
cross-referenced for your convenience, 
please consult the current AG's Guide To The 
Commodore Amiga available at your local 
Amazing Dealer. 



fftdRatiPtahasa 

LHAn; An arcfiivB program tke A/c aixJ Zoo, with a hejvy 
«iriphasi« maximum conip(«i«iari lor mjriimum 
archive size, usrg L2HUF comprassion. This is 
vertion 1 .£ I , anupdate to veraofi 1 , 1 on (ink 3 1 2. 
Binary only, AutTof : Paoto Zinti 

UbrajyKifief A OTifl itJty 53t aScws yoy » removfl Uf anes ^ 
arenl used any mo*Te. Vefson i ,0, indudei soi/oe m 
asofflUy. Au3xr Roger F:sc«li 

IMndeUMtfns A pograi-n rjit rendefs WM<*n«nsoTaf im- 
aoes 0? btowups of tie Uard&Zrot set tduiK 
several ex»npl« inaget. Ths ^ v«f*oo i.i, an 
update b v&sb^ 2.Q on<^ 3$4. 'Hienvasisfgnfi- 
csnt ovoncccicit tor fts v^s"sioo is tm a 4 two lo 
tvee fD«^le(dUi toindbSianofaipitiUI|lmd 

Peepy An kftlSon based 6A copier lor AniigaDOS di^j 
tsaluing tigh spe«d tfstinpy iMiih wnte venV, cata 
■«oov|Ty imn dsindg«d ncAt, Mi ntuttasi^n] con ■ 
pa(itity,andaus«'triiAdyk«rlx«. Ibsis^u'^^fi 
tn.ifl u{9date to vwsion 2.0 on tfsk 243, with new 
(ta,ta rscavery rtxiiines and sam minor bvg fi^et. 
Sf^irfonf.AUSTir DirlkRc.siij 

Fwflnatim3g4 

C«ciact Demo version of a "pcp-up' program for managing 
peisortal coniacls. AFovt-s yoa lo Steep a name and 
attdress Ssi along with pTKjns numbers anc com- 
men!$. Can print maiUrg labels with & caipe al 
jiwuM cScks {susjporis PoslScripl pfintefs), Namei 
and addresi car be 'chpfi^ into othee pfogfam* 
such as word processofs, and Comact can ewn cdaj 
your mo<)em lor you . Vaiiwi IJH, binaiy «riy. Mhon 
Craig Rsfter, CWF Soflwat 

Biiments Ve^y nice Emefanveds^tayotlwIiiPwiodc Table 
oiaeroenls. ln6U» general ion and oiiUTuiin- 
fcnnadoi^ pbssiestfliode Nfisv tie pnQran as^ 
specific (pesGbns about v« selected ilei»er« or n^w/ 
ooMnn. TKs is version 2J, an update 10 vtrtonZ^ 
ondskaes. Siray orty^ ^wewm, Author Pati 



HartC A t«etr rwiarfeaMii prrsgriatning pKkaoi on< 
taring; ai 8ie pfOQQfos reQuvcd Isf divtiopirig in C. 
Beed on t» Saatan Ltd C ceinpier, OwUB' (jiib s 
assemUer, te S^Msre CKsSery's Mier, tnd por- 
iORStonoflwsMt^ ^evtimpiMilBvtiyting 
log^lw and added some entancenervs in l« pro- 
cess. This s wraon 1^, an update to ¥efSion 1.1 on 
drssc 353, Cfsinpes ficiude ei»3 eiamplei , maiy bog 
flies, hinher dt^XTniiniaiion and some improve- 
nienis. The env^onment is u.pp(i«d compresfed and 
unpacks lo two dslts. Panial source is mcuded 
Airfw; Sieve HawWi, Cfiarte Gisbs, Soiobcn Lid, 
The SotVfare Ks^ry and ffiany otfwf*. 

FfWFj5hpJs>s?gj 

MonCaic Yet ano^ loan caloiaior. M cnis one was wntlen 
wSti accuracy himnl Itetnonmtypaymerr^tin'.ei 
fte nuotterol inoittis should balance the »!^ pr<nci- 
pat plis jmerest, lo m cent Version ZS, ireeware, 
soifce incwed- Author: Michsi Laiibene 

iOispStai A s:atis^ca!i pro<pm based an David Belz' XUsp. it 
does some d iiC most advanced dynamic staisical 
graphic9,intiude<! bfushang. tinJung, and SOroiaions. 
Me(i« and requesjors can be otated dynamically 
MittJ Sirnpte isp cofnrnands, and treated as isp ob- 
jects, so thai tie program codd be used tor many 
oJier ron- statistical purposes, sucfi as mieracswe 
eipetl sy^ems- XUsp-Stal has an Afleiti port so that 
an editor may be used to prepare liSp prog'ajns and 
send itiem directy to Xusp-Siai to be eiecuted 
Conniands. as character sinr^s. may aljo be sefil 
Srom XLJsp-Stal wiBi the H? command, 'aren'. Al 
graphic pfojuoed may be saved ID 6lei m IFF IcnnaL 
Tliis vei^on of XLbp-Siat (V.2. 1 , release 1 1 has been 
poned to »ie Amiga by James UndMy, Inxn tie Mm 
version si|ipfied bf Wn Tteavf. BiK$in% a nunen- 
Ql copR»oessor tM6S^1/li«EaS82) and an M6S03Q' 
USaosO pne^aoT. TMs dith c«ntatns the 
eiecut^fes. manoaf, at) iip itt. Thi Kurces can 
be txnd on d« sas. Mtet. DiWd Be&. bM 
Tiemey, James Lindsey 

FfriFHhOtet3M 

SB!pa» Demo ver son el a stairtso and data nwnpuaSon 
program. Vers«n i2, binary vif. kshor James 



XLispStat A siatjsScal program based on Dawd Beti' XUsp. tt 
ttoes seme oi the most as-^anced dynamic staitsticat 
gra?h>cs, ind uded txishmg, -tntong. and 3D rotations. 
!*«erus a-Td re<rjastor5 can be creaied dynariiicaBy 
Mill iitrpi isp c^rrmarxis, and trea^ as hsp ob- 
lem, so mat f« program eoiid be used hr m^ 
oaier non- itaftstieai purposes. Such as mt&iaave 
eipen syaems, XUlphStit tBs an Aflen poft so irat 
an Kfiof may be used to prepare IS? programs and 
senj irerti tfredly to XLisp-Stai is be eiecuied. 
Commands, as c^ia/aaer snngs, may also be se^ 
trom XLisp-SlAt wi:h tN lspcorr.rrLind, 'a.tin'. AJ 
grapffctsprodLicedmay be saved to files rlFF lormai. 
Ths vefsion o' XUsp-Stii (v2.i , r«iu» t) has been 
ported to the Amiga by James Lndwy. from itie Mac 
version sy pplifld by lji>e Twney. Requres a. numen- 
aH coprccessof ^Mt;m^>iAm&2) and an m&02^ 
Mes030 processor. This dA coniajns ine soxcss. 
The executabies, marx^, and lisp !iles c^ be found 
on ctsk 3*5. Auifxsr Da'^d Beti, Luke Tierwy . jam es 
Undsey 

EaiEU£i.Eisuaz 

Bfclte rSa.'Yl A*^ rte restf^ ceMar autornata prtg:am Ihal gels its 
fO«*i ton a *w^^'. irlL'^Qulng u wath. hdwdes 
assemwy soyxe Author ^taeCreyti 

£jctfijKJ*foc tJtieiTia; Ftnction Praoesi. MkMrseiea.iicn 
of any ifitaiY Unction boco sinpM taiKs even il these 
kffdomtQuwapooetsenviwffleni. noreipen- 
enced progfasMDerv on^ fttc ame Mre tsni any 
doctfuifltabori wtloen yet but only an eunpte. 
EisFuKf^isusedbrGlC lng«uttrK52jO. 
Enanrenly. Autw: Goett MueBv 

CMC A fiortsote hander wtti conuiwxj Int edtng and 
!uoe;io<i key Support. GMC provides tdendedcotn- 
mand line edilang, luncflon key asiignmeni in tou* 
levels, e Kiended command line tistory, onSne help lor 
funcUon^inihe handler; aid an jconifyfuncbori. This 
is venion 9.2, an update so ver &ort 4.0 on disk 23 1 , 
wilfi many new leatoies, incWpg an oiitpi-l buffer 
(dump to prinler and window), ri!oname oompteter, 
script (unction, undo lurction, prompt beeper, 
pamname in window tile, cbse gadget for KS 2.0, etc. 
Shareware, binary only. Auitxjr; Goeli .MiieSer 

H2I Translates CtfKJudeiiieSiruoassemblerincSudeSies. 

Jsetu (or program rtjers imi use both C and assem- 
Oier code 'n the same progim. Ht^ lo keep l-ie 
strueiyre de(;nittorts consi stent. Version i.i, 
sJweware, binary o(Ky. Auffw: GceiiMueser 

MandAntm A Ma'idetxc: Arr^xn progfa^ nat aJows you to 
eaSily generas seres d lc-:€Sl5-co<cr pciunes. 
Featu:es t-j'. mouse anto iwytcard operaucn. 
zooms, aud-^ve. higft (cftiiQ ipeed, Icortialion, 
m The geneTatsdp<Un«iininb«r their po- 
&^cnsandsc!U^»r«|cffberMaaded. Vtam 
ni. binary amy. AiMr BlaVartittA 

MandeSit very faa UandefeM fMer 101 toti or handy tac- 
Ions suA as color cycino, zootn. speciil palette 
eonirei.iifr(eqi«sto(sindaiore. veraioniAbhary 
oniyAutior: »oo Francois 

Menu Atest-acctssmenusy^nnfiginbletnatscfipl 
^lesiai aiicms t^ user run selected programs. Ver- 
s.=on 2.0. bevary only. Author: Stslan MMrttag 

NTSCPAL Two pfograms that girt A5WA2OO0 owners wilh Pie 
new ECS li*to Agnjs instated tfw attlity to boot into 
fiffier a NTSC or PAL envirormenL 'Very* useful tor 
boTi NTSC and PAL ovmers aJ^se. Version l.i. 
ncbdes assemtiy source. Auitwr: Uk» Francis 

WreQ Repiaoe "pop-up" requestors win Bne-oner^ed ne- 
4ues:ers (sm-.iar to L'x^se ioi/vi in an MS-DOS emir 
(Onmentj that can be easily handed from ihe key- 
boan]. If iTiere is no if.ieractive consc(e lor [he 
process, fie requester won't appear. Indbdes as- 
sembysoixce Author; Tuomo Mdtetsson 

FrwtRshOW^?^ 

Cat A shea s^'yle. com mand krie caiciiator . Cat does noi 

have a fancy iieypad dsptay as many other caioiator 
programs do, instead, i| is capable Of Ul^ng its Jnfu! 
t-ora 3 rJe, the keyt»artl, w a cxtmmand line and 
output- ting rtsresUts to a Hie or &10 screen BcanaJso 
appiy a sin^ equatorv 10 al ef the vaJues stored tn a 
rte (or files). Jt fondles aD common mathematcal 
exipressions, can optionaly prederne p^lys«al con^ 
starts and store vanaiiies- Versw 20. binary ofi(y. 
Au*cr: SJOimm 

DCtock A '&^Ciocit*utij|yiriat displays tfie date and tjre 
in »ie WoAtench screen |iB« bar, TNi is version 1 .27, 
an update version] , 1 £ dtsh nutiter 325. Many more 
LSeluC enhancsm^iOtoug Bxes, induiAng an AAexx 
inlerface. ktibdes souoe. Auhor: OCaf Sartiel 

DCd AU-^creenANStetttorincludingananimailonutiity. 
ProHdesPALandivTSCcornpatbiiity. ManyuseU 
kaiures sucn as honjomai arc v«^c^ blodt cut' 
pas&ig opetaSoni, frt tJtodt ween cenjermg, sa%« 
de<aA3 and more, verson 2 a, bmry v*t, HJSvn 
P-ERaui 

Free Di^{art«Hmucn tree space (bytes or bkseta) you 
tava on any or ai or yotf niou^ed dsfc votunei 
FUts irocn Cu orty. Based on -Free* by Tom Sinytfie 



on Fsh Disk 66. bul totaty rewritten and enhanced. 
VersJCfl li.Ct, incudes source. KfSxir. Daniti Jay 
Ba,Teti 

KeyMapEd AJows yoj to change the Keycaps used w^fi SetMap. 
T^ IS a bfl feaA/ed editor providng support tor 
normal, siring and d«ad lr.eys. The keyboard repre* 
sented (S from an A3C0a ASOOOASOO bm .1 is tul^ 
compati^ wi^ AtOOO keytwaros. TM is verwn 
1 .11, an update to vision i .02 on tfsk nunber 1 93, 
tinary on^. Author; Tim Fnest 

SnoopOjs AutattytxmonilonngAmqaOOS calls n pancular,. 
It allows you to see what Itsranes. debtees. lt)t^ 
environmert variables or startup fites a program is 
\sxikinq far. Very UHIU when ytfg rg ryirg to i."isttil a 
new appjtatioa Verson 1 .0, includes soujm m C, 
Aiitfior: EdttyCanoll 

Fred FisfT Disk aaa 

KicK Anor«r screen rac*, spedflcaily tof ASOa'AZOW 

owners. I oonl wani lo spoi any supnses bun i*- 
pao&df causes soriie machnes to crasfi Binary 
only. Hffior, Tony Solomon, Paul Fortm 

Plot A 3h} hfciw ptoSng pr^grar:! win prows^m tor 

coordiTuie translation on both ates, panmetrtc 
•quaaons. md s^ndardned no'^at'ori ol ffif pow hn:- 
lont)t*y — wfiit?inowwofltsMSpea*ed). Trtatt 
MOiDnS.t.an upda» K} veiscn it on dsn 1 75, w.th 
some enftarcefsenjs and bmg ate*, a^ary ^■ 
AitfMT Terry fliniJ 

PtfySys Anesaend^verswoitrieCl-sysiemfitrtrigwMtt- 
ingj desctd^ in The Sbenoe ol Frietf htapes 
{edtedbyfieigenantSaupe). ThibtiicilgonTim 
has beeft e »p a ri di d and noillid trtnulwijf , irtd 
looping coiBnarwb simMaf to those lotnd m otter 
TurSe graphcs systems (Logo , e !c) have been added 
Support tar Bvee-dimensiona! d'awing, wiui per- 
spective. !S also included. Version 1 .0, bnary onry. 
Author: Terry Ginti 

Rfi3]) Use^J ftjmTiand-iine tab-io -space' ar»a "space' to ■ 
lab'ejfpansion utility. Several command-line options 
to specify siie/seiSngs and iho ability to protect ma* 
lerla] er>closed by del im ite;s (quo tes , bracl;e ts, ca rais, 
etc.} (fom (ipansion. Version i,03. bir^ary orty. 
Author: PaulKlink 

ZPiot Graphs fcnuias based on 4-0 compJe* fvuber 
ptanes ZP'Oi ojrrensy supports ih« Mardeiproi lei 
JUia sets, and Phoe{ncw«i, MavowSOO mapping 
v^tor^s. The nam hjndiont suppotted ^wtude 
*(Hi}. iir^tl i%^7L^n. VfHi). costfj, oosri(i), 
mti, tatii), tog(i). tr^i) and n*i. Version 130, 
binary (rty Author TenyGWi 

fttAH&WAm 

Fip Atows you to quidd^ vd eas«r swatfi between 
various safenivCandbseiavenS) pit peroiA and 
ac^^aie windows. Ku fie Clique leatMoTiorkhg 
screens riwif eu! aA tbi bars art vtsibli at one 
fcrae, This*verson2,0,briaryorty..Au«wr lart 
Eggen 

neadneMast^ A ndty itie database lof indng iruse pro- 
grams Sia: you k,Tow e:cst $ane«t«ere (T??} ti ihe 
AmigaLijOfSk tibraiy. Maintains a keyword diCtion^ 
of the Con»ts tosaptiens ihai arcA-s searchimg bf 
6sk nwTiber, program title, auirtors name, or some 
other deSCioitive wwij. Cunenuy suppo'ts disks 1- 
360. an update to the ^-ersion on d.sV number 163. 
Btfiary only. AuSior: HarokJ Mwash 

SetClMk A ut!i7 to sei or read the hardware Clock on a Spirit 
TftSrctogy mtemoq^ etpaTS*3n board. Works in a 
m^rnef simfa; to it)e SetOocK ujjiiiy whicMs suppJed 
by Commodore wiet AmQat that have ha/dwara 
6(Xks as standard equipment. InckXios soiree ih 
POQPascaf and assembler. AuTior: VVi& Kusche 

SM Smafl utility to center the (Ssptay. Racodod version ol 

'ScreenSriT by Anson Mah (Ds)i 6^), or^ h&if the 
Size, irid-jdes soixoe. Author: Anson iUian. utice 
V5-W iKodJig by Otiver Wagner 

Fred Fl&h Dish 39t 

Cirses A IrA l^ary ooniainrx) many of me lermtf^al 
ind£^»ndant ^andard 'curses' fiixtcns. 
Designed prtryariy ibr those imeresied in porting 
unti screen tjased programs to the Amiga. Version 
l.tO, binary 3nfy. Author Smm JolVi; RiytJOuW 

Eco An ICHO replacement whch aitwt m an^ escape 

sequences hi cotofs, teni styles, c,fl"Sor pos-tionng, 
system vanables, and much more. Has PURE tut 
set and can be rrade resident. Version 3,<0, 
inddes SOLTOB, Au^un Dano d» Judidbui 

FraoaJLab investigaie the leaimol Irac tats and atow your 
isa^midrtt^iwwia. vmuatyanunitn^ted 
mn^olffise seV- tinlar curves can be created 
wBi Fractaadx mdbdes several interesing 
samples. Venion i.O, binaryoriy. Aitfnr. Terry 

usiPtos A20pioing(rtQraii)bi*a<ia(rt»»PL.»LOT 
pMng Orafif . It principli Mfinage IS r4t it 
supports I virie^ or gnpTicsdeMoat, Byde*ti/L 
oulwt is «n to a irindovr fin 94 Amiga's icre«rx. 
ITvougri ooarnand ^ options, Bie grapti can be 
seft to aff pidlefences pdmer trill gr^jrvs 
rapabity. stered as an FF fte. sfited in HP(^ 



tanmai. Stored in Aegis Draw tamiaL or sJofid as an 
EnGi$3»iatodPfi3tM!iptFiie. Avanetyoline 
styles and cmors ate available, inchjdes soiree, 
Aufw: Frederick R- SaTram and A.'Shany W. 
Richardson 

FndfiihDHkasa 

BTMTape A *eeiief Then Nothing* SCS I tape device handier. 
I ptovides BH Be access to a SCSI tape dnve i^n 
appBc^Son prograns tsing srr.pi'e DOS cans to 
ReatJOandWfiteO. ti en also te used wiiftf* 
Amljp TAR u^ fer dsk sackups. FJes maj span 
mU^ tape vok^nes and may start it any tape 
tfock. Thi'sha-idler rfquresa'SCSt-cireoi" 
compaiitKe hard tisK diver. Verswn 1 .tj, rKtude* 
source. Autfwr; Rjber Remem.eyer 

CPsot GraprvslnearJunajonsiniwodiinenwoniSimna/ 
to a Msideibrm ptoL You start wirt a tirtear 
tnctjonfine iOSin(3r*2fy"2) and cm treats «acti 
point on 8)e soeen asan X-Y coonfnato. color* 
scaCng I Bcconing lo & t(i30nibjde br t pistet 
range dbiptti. Insbdis some very nice saniple 
creations. Versien i.O. binary only. Mton Ttny 
Gintz 

Pmodt Very simple coranandiniytitf 10 t«id escape 
$eqi«noes to ne pflnier to change pnnt iiyiet. 
Speeiicaly tosiedaN£CP6Phjs,M]tsrtoiM 
work M3tt mannf pcvCn. tKSuded SouiSe mould 



Spades 



AuttoT Oanotie.Xdctxs 

SetNoCIA VsyanpleprogaiatosetittNOCUCKIaginft 
pucfic section Ola badtdSkua Orifw^m^mii 
iit7»n36andtjporntitiitft.deviot. indudo 
soi,ne. Auttior. Uare Boucher 
Amjga^iedvediQnot the popular card game. Th>t 
is a single plaiefv«rtien,*^«f« you play one hand 
ard ir»cofn|xj9erplayt you' par^ and also ypgr 
two op?ionent£. Version l,l, includes source. 
Au:hw: Greg Stelmadc 

fm PStl piSl^ 333 

File 10 The dissidents fife requester. This is version 1 S, 
an update to version t,€ on disk jiB. Bif^ry only. 
Autho,-: Jefl GlaG, Dis&denis Software 

FontCcnvflft A printer Iwii raii-erston program to Convtl 

Standard Am.iga fonts ino a (orrfl &uitabie (or 
downfo^ng to a prmi^ Chat s^lpo(ts user defined 
primer lon& VCfSion 14 ineues souroe. Amhor: 
0laf-0lsen'3aitM 

FuncLi^ A program that aliMs you to add or ttRiovertii 
tuncSon Krsies. AutftoT Jefl (3a3, QsMKnis 
SctiMsre 

iismM AtfQiedimy{l9BiArai¥}toraad?MliiFFAet, 
oenved kom the EA IFF code, along «•) vattoui 
ertwoements. VMbaOJ,ipartali«dateto 
wsion on tfs»t 348. Author JettOmt Otssdettt 
Software 

LdsTooi AproTariih^alawsyoutodtyetopCor 
assembly «de< «to ihen (Mddy tun I iF«o a 
Stared Ibrary. Also generates al Support IM lor 
your fibrary incfa^ Pragma les fbot) (UaRK Ml 
Latbce), bmaf) fle«. mciide fles, C IniBrtaoe ^ 
ies. Can be used to nake a device, bo. Author: 
JefT G^ Oissidentt Software 

PrintSpool A smaS prim spooling shaded library tt\at pfoiiides 
an easy way lo print ^aptKS and tetl lor any 
application. iicanpnniaso!!e>lol any length or 
dump any pari cr al of a rastpo;: , Takes care ol 
opi^iing Ihe pim&Jierttx and r^anages its ovm 
resoi«es- Versiw O.i, binary crJy. wm source 
code eata-'Tiples. AuJw; Jeff Gla:. Ks&dents 
Software 

Reahtj&on This (s a Aflen Miction library trial alows 
you to open wir^dcws, screens Irwia an AJlaH script, 
attach menus, gadgets, (fit*) reduesiets. bad and 
save ELBM pcture ties, auto-requesiers. prm; teit 
and graphic dimps, and compieiely interact wi9i 
t«^a«rlnanin(Utionenvfronmem. Adds at o4 
fuse Aflvga (eaitfes ihat AAexx tacks. Autior: 
Je(f Gias, DissdenSs Software 

RetnU: A shared library that car, be easiiy used by any Cor 
assernsiy progfammer to add an ARen i-nteflaoe to 
tiis programs. Handles as Ol tr« messy detils 
inckiding message crealondetetton and error 
hareSing Aw^or Jeff ©ait. Dissidents Sofh»wi 

EltriJlltlDISisjai 

Aniptrs3 Some more arismaied pdrjers to choose (rom to 
-irifen'i^youfrfispiayeiJvironmert. Other pointefs 
^omSobareon(lsiics332and3a>t. Sraryoriy. 
Atdhon Bob McfCait pdirieraiitnatiofi program by 
T«nKemp 

iner A shareware oidEnemAoseluicSon is to ereue 
Diifitvs tor notes or opoft to oAet pTCQWH^ 
ijnr can saie art ouiDe IS /i£Ca 1^4, and ii 



previous wsion mdude sifftort hv Afteo, 

WorttencTi otwimedKratfVk more ttan pnt 
ine or iBit per oudine maber, a pe^ervnoes ie. 
andseaitMeiAce, Version 2i», an upgrade to 
tersiontjaond^^. hctdes C »t«c*. 
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pics Somamisceflaneous pctira s wi'^ti a "car^n" 

Priniimage A simpfe pfograjn ihat provides a;i easy way lo pnnT 
IFF ILBM (mages. Versbn i .0, includes source. 
Atj1hor:OlafOlien"Barihel 

f,rrin5n,Ptift.a5 

Thts diSA ^s on hold du« (0 copyri^ questions 

Fm!FshDtefc3« 

Calo:C£tdi A liiiiVf 1^al Iet$3f0u gcab coton trum a screen and 
save ETiefn as aneuoutaUe ae. Vefs^ 1.0. 
.xhxses source in assembler, Autfior Ffetoen 
Neisen 

NewLwk A pfogfa-Ti ^lai t^ans^s pw sy^em gadgets in sH 
ino scTe«ns and wfxJo^s. Vefston t Jj. indWe^ 
source in asMmyer , ^t/JiOr- PfCiSen Nielsen 

PBar An edtKjf to cha<ige De pacem in Vie Mind;vrs cirag 
bajf and save me pacem as an executabte «le with 
an icon looking IK9 the pa!tem. Verskai 1.0, 
irwudes source in assembtef. Auflw; Rrebei 
M«jsen 

PCatentfer A tittle calender program wNch lets y(w look 

ifvougr^ years and mon:hs using Sie arrow-keys, 
Verwjn 1,0, ficiude* source ui assembler. Author 
Preben Ni«fsen 

PCbtA A litfle dock pfogram vrfiich shows the time and the 
avajiatte CHIP and FAST meinofy. Vefsion 1,0, 
includes source in assemtjfer. Author Pteben 
Melsen 

PFier Aver/ good and snal lie rHqueSSa' to IritorBD 

yotf ownpfograus, VffSJboi.O.itiwtessotfceir 
assenibier. Pmtr. Ptsben ^telsen 

Resides A resident stvtupfliodile fer Ai^C. Vefsiorr 1 jO. 
in:judes source Authcr. Oaf "Qtsen^ Bartiei 

RoadRoute Tnp ptanrar program 10 firxl *bestroa(} route' 

behwen any [KM points of travet. Featueslnclode 
Sw user customiiaison of CITIES and ROADS fMt 
10 sut travel interests and provision for very la.'se 
ciiy metxis wa itineraries. Aiso includes 
RoadScan. 3 checker lix RoadRouK f fes tClTlES 
and ROADS), Very large Be$ may coniain coofs 
tcilies win no roads, the same road entered Jwice. 
«!&.), or oddiDes (d<rect road vol as last as 
fluilipoftil). Tt^se are pointed out, tofiether wth 
oress iMwe users migt^t wsn to raaxe economies 
in the data base. Version ! .6, an update to vi^sion 
1.5 on disk 353, includes source. ^Jhof: j;n 



TurboT(^>azTiNO T«ct speM tip pugtiins Eka FastForHs. 

Mowt n^KOTMt o( t» Topa£<ao font Iroffl boti 
CU and Workbench. hckJdesaptogisnlo 
mwaure to speed el Twt speed i^ pragranis, 
VftifioniA inAJdes saice in assembief. Author 
Prebeo ^^ie^sefl 

DKBTrace Acorrpieterayiracerifai svppons arKrary 
qijalTC surface 1 1 spheres. eiSpscifls, cones, 
cyinders. plares, eic.l, constoctive so&d geomery, 
aid var.oys shad-ng models (resection, retracSon. 
marble, wood, and many oibers). luSsohas 
speoai case code :o twKlle spheres, pianes, 
8f tangles, and srriooth mangles. By using these 
special primitives. I^e rendering can be ctene much 
nwe quicWy than by using the more genera 
quadrics. Ttiis « vers^ 2.0 arxJ includes source in 
C. Authof: Oa^ BuCk 

EtaLBs.fLD,[St3M 

BGock A-OuT,bCtocK-iibi!yinattf^ysthedate3ni3 
ti-ire intv Wortiberdi screen titie bar. indudes an 
AR»tinerta«. TtiislsverstoEil^.anuptiaiBto 
wsionl27on(fsl(388. hdudes source. Adhor: 
OtaiBartW 

Fomaner a taster arid mn user Irsentfy llogpf dsk (ormaaer 
that is aiso an example odww to tonnai Am^a liae 
systems in general and get AjtO^OOS to accept 
turn. ForniattiTfl wiirioyt venfy takes about aO 
seconds, with venfy takes abcu 1 DO seconds, 
Vftfsiofl 2,7. indwfcs source. AuTior: Olaf Bartnei 

GWC Accnso!ahanciefw!Li.comman<JEneeclitiiigand 
lurvctlon key support GMC povides ertendad 
command line etStng. function key assignment in 
lour levels, eiitended command line t^sJo^, onEne 
help lor tuncions in ttw handler, and an iconity 
function. Also iTiciudes an output buifer (duTip to 
printer and window}, fierwne CompieKf , scipi 
luncwn, ijTdo Junction, prompt tBeper, parhnaTie 
In window Utie. dose gactgei tor KS 2,0, ef:. This is 
version 9.&, an update 10 verson S.2 on disk 367, 
Stiareware, binary oniy.Autiar: GoetzMi;eler 

HunkFunit A progran to 'tfsassefflbie* any gr/en A^T^gaDOS 
fuik He. wtictii inckides executabies, Ifitoer 
Sbrartes. inter ot^ Res. overtayed fies. etc 
Whiten as an eiereise by the author to learn a few 
things about Am igaDOS hunk sfrucfe/es. Indkjdes 
sooxe, Author. OalBaJihet 

Kay M^cro A keyboard macro program . conliguabie via a text 
(i!e, that also supports hoivey ^ini^rm execution. 
You can map i,p to eight tiinctkins lo each key, 
ind'jdirjg keys i\xh as cursor keys, the retwn key, 
etc. Version i.S, an update to version 1 .4 en dsk 
J&4, Includes sotjce. Author Qal Barthel 

FrttlFisnDiSk3W 

AuloCLI A 'Pope LI' type replacement Dnat works with 

WortiBench £.0, Also fixes the proWem *vTtfi PopCLl 
crashing ttw macrane a used ona PAL knq& lo 
open a CU tM/Mlw wtttt a \«(!icai size greater than 
2Q}ln(K. DBVf features IhcJude an opbonal 
Finc«0ft4(ey press Mtn the quaiifier t& exeo^e an 
SsetiptBt. Vtersiqfl 1,a binary only. Author ^ 
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CCbb An implemensaSon of the starxiard C runlime 
I'Srary, with a lew extra goodies thnjwn in, 
Suppons a targe number of functicfis including 
Stream 10, kw-Ievel I'O. string, memory, tmkeo ij$t. 
sortirig. tme. process control arrf rrore. Ve.'sJOfl 
5.0, ircfudes source and several utEty pfograms, 
Avthor: Robert W. Albre<^.t 

PmtTifWndows Tfime ditterem C rcutsies io a:lct vanous 
borons hsideot windows. txkxJeisouceanda 
demo. Author itwn Robe<teon 

Trackpisp^ay A sin^ prograjn ihat conSrwt^ moraiofs 
and (Sspiaiyf me CJifient ^a^ br each Boppy asiL 
lr^|jdessotfW.Au0w: OtefBart^t 

DriveV/ars DnveWars is a Siwreware shoerem up ^me that 
pits ycu, dfO: or dit L agairst a OHTiputer vir;a that 
is about to destroy an U.S. recede ct kail's 
posibsns during operatcn Desert Shfetd. In vers^ 
1 .0, you musi 1!y dJO; shfcuch the computers and 
destroy ail oonlami rated chfps and disks. Author: 
Joe Ar^ll 

ParNet The Software OstiilefyS WET: tiJe system using 
f^tl Dillon's paraliet pen code. Using a special 
0BZ5 cable, two Amigas can t» connected via tre 
paraiie! port. One Amiga cam tnotrt the other as a 
devKe and f?ad*iwite the liles as if t^f were local. 
Version 2.4. binary only. Aiihor: E3ougWalhef, 
joim Toebes, Man Won 

ReqL* A rutime. roertrant Ebrary designed to make it 
eas^r tor ptogramtners 10 1^ poweru. e^ D 
use requ^t^s, bf oomim^icaing with users. 
Inckjdes such ftJdnns as a cdor requesler. ne 
requester, message fisptay requeser and marty 
(unctions to make the creation at gadgets tor your 
own ftfttom requesters easier. Sijnary orVy. AuShw: 
Cotfl Fci and Bmce Oawscn 

SerCPU AprogriT cesigred to alto* ttxs user to detect and 
modify various pa.'ameiers r>eiated to 32 bit CPUs. 
Includes coTimarets to enable or disatSte tfw text' 
data caches, switch on or of! if^e '030 burst cache 
iirvD flit req-jesL use the tMH to run a RO^* image 
from 32-btt memory, and to repoi vawus 
parameters when catted fiom a scnpi T^^s is 
versbn t .60, an update d version t .5 on 4sk 223, 
inciudes source, At^hcn Cave Kaynie 

SF! Fie searcft unity, DetaUn searching sians from the 

root tfiedory of ff« sp^bed devk^e and desi^nds 
down into ittajbdieetor^ Seaictingintiudes 
tooting b«o eniiye fies gen^ed by various 
fiomfiitssion uMies. Aruhive fies endng with a 
-ARC. 1H2. ^!P and 200 a-e currenSy s^^ppcned 
Lois of cc^mafid ine optJons. Requires ARP 1.3 
frev. 39.1 1, Verston Z.O. binary oriy, snareware, 
AyDor: And'ea Suaioni 

FrHFlihDtSk4&t 

Cf^uts CompieteCRCcheckliJes'offi^ksOOi'KlOusiA! 
ihie bfik program. These were made dlrec3y Irom 
my master disiis. TM^ is an i^ie sd tfta lists on 
disk 293. Au',?vor: Fred Rsti 

HappySong A song sealed using the it^ety disUttxitabfe 

pfOsra'nMEOV.2.10. Placer program included, 
AyChof: Alex Van Starrex 

EaaUstLBiaKJQa 

AD(>; A treel/ rediitnbuiaoie he"p uti^ty far the Amiga. 
AJows you to nave permanent he'p c^ any subject 
you want, l^or fear^re is auiomatlc searchLTQ cf 
[tie word on which ycu ctcl-^d. indudes a 50 K& 
helpSie (FienchofTlyj on a: Iruuiion and Oos 
ttncfen calls, Tlis is i«r5i)n 3.10. btre^ only, 
F*enctiiandeng^iiefSons,^*or Denis 
GOONEOE 

APrt AttMlyradsii1butableprir«ngu«tr>i9r^Ani^. 

Major toanres an U inblion inndaoe, prevtaw 
luncton. page wiecion, mat^'is settjf), ine 
nfjmberfig. and mere. This is vers«n 2.K. binary 
ortiy, French and EngSsh versions. Author; Dens 
GOUWELLE- 

Pcopy An i nitjj'jcn based di s^ copier for Amiga DOS Cssks 
featuring nigh speed tSskccpy wiTi write veriiy. data 
recovery irom damaged tracks, full multitasiting 
compabtjdity. and a user SrferxSy in3.ertace. This is 
version 2,1 2, an update to version 2, It on disk 363. 
with new daia recovery routines and some bug 
Axes. Binary only. AuJior OirkRetsig 

PLW Phone Une- Watcher. ForuserSPtHayes 

compatjtjie mo(»ms. Monitors the sehaJ port and 
records all ^r^xming cai:s. A'lows a remote user to 
togin. recewe and leave a message, and Iransler 
BSeswa2mode.'nineSher(frec5ofV TwoievdOOS 
access, rSsabed DOS reqoessas and more. TKs 
is verscn 3,0. an update » 'jersicn 2,8 on 6sk STZ 
^ew leatu^ irttjde Jie aWiry to define external 
ptograms as mew op&sns Jm can be execute! by 
ffie rerr^se user. Shareware, binary only. Author: 
Cf-hstan Fries 

PnntSlLKJio Very nkM intyition based general purpose pnm 

u^iitflTiatpnnts text wii}i a variety of options. Prmts 
severaJ graphic formats witi yet more options. Print 
any paa oi a picture, print screens and winctows, 
save screens and wir>dows as IFF files. mo<ify 
Ojlor paleties, change printing parameters and lots 
more! This is version t.E5. an update to version 1,2 
on disk 366. Shareware, binary only, Auffwr: 
Andreas Krebs 

SuiFiie A module tfiat (ante linked wimanymtitoo 

based peogram to pravUe adandaid ie lequestor 
similar 10 the one jnAmigaOOSSJO. Ev^ityou 
use ^ standard requestor tfider ao, it is usetU to 
iBve one available tor use V you need to nn on 
pfe-2j0 systems, Indudes source. Aueun Jeft 
LydbS and Peter da S^ta 



Ffid Fish Olsli 403 

RsiOisk A program to recover as much as possible Irom a 
defecS\'e cSSk, it can sometimes recowr damaged 
(unreadable) packs, chetit lUe integrity, check the 
directory structufe, undelete files, copy or show 
(lies, Ri corrupted directory pftnters. etc, Fi^i 
inBinon intsrface. Tnis is version 1.2, an update » 
version IjO on c^sk Z23. Binary on^y. Author: 
We«ierGuertter 

KaMSiidtor A Kawai K4 R^ (£q;psenfy some kiti of mid 
based mysic synshesijer). Version to. shareware. 
b'naryoniy.Au!?»r JanSaucke 

KiftyTerm Hitr/Tem a ai ht &VTt02'VT32 emutaax !or uie 
Aftiiga- It was onginaJty designed to be used witn 
Of^t. but it has been expanded to that it may be 
used as a ncrmaf terT.inai emii^lor. hityterm was 
designed ta be a good emulaiSon of ffiese terminals, 
as we!! as being lairty smaS and fast, vsrskm l.D, 
binary only, scurce ai<'ailat:(e &om aLthcrs. Author; 
Ctvistopher Mewman. Todd Williamson 

PokerOemo Demo verson of some Solitaire card games from 
(jnSane DeaScns. Irxfudes 'Accordion', 
'CalcutatJOi', *Po^4er SoiitaJre*, and 'Sea Haven 
Towers', Binary only. Auaior: Steve Francis 

Raxj(HostLib Thtstsa sha.'ed libra.'y package to simp*)y 
tr>e ARexx host creaSon''mana9eroent pnxedure. 
Reiu-message parsing is also iricKfded rr^aking ti 
possible SD control ARent from prograrrs sucfi as 
AmigaBASlC (can you cnaghne Am^SASC 
conttBftig AiT^TeX?), This is vefsjon 3ai4, an 
ipdaie to version 34.12 on ask 3S5. Differences 
incljdt a lew bog fixes and new k/ic(!ons, Endudes 
source. Au'Jicr: OlaJBar^ 

Ero)Jlafim4tH 

LMArc An archive program &ke Arc and Zoo, wt(h a heavy 
errtphasis majimuaa cswpression for nifmm 
arehtve size, using. LZHuF cofiipression. This is 
version 1 ,30, an update to version 1 ,2i on d-si^ 3fl3, 
Binary only. AuTor; Pacta Zibeta 

NGTC Release 6ie of a uim game based on 'Star Trek: 
The Next Generatbn' TV series, Contains over 
500 quesijons on Sea^n One of the seres witfi 
ever SO audioVideo clues. Trts disk contains the 
game module and ^ t at tb Tnvia Daiatjase. 
You MUST have dsk 405 wnc^l cor.tair>s ine res; cf 
M Trtvia Database and the re<sured ptayer 
program. Creaied w«h The Difecsor. 3 nary ervy, 
Author; G-ego?)' Epfey 

FT»dnsht>l5k4&5 

GFMacianeA pfagram that w«l oatrt&i CompuSeive GIF image 
f>esini»lFP5HAJUanl£4feil(L6Ms, ttottersa 
rurrber ot e^dn o(4o(^ Bta tfihemg, fioniorflaf 
and vtnical (^. as wel as aromatic bord^ 
removal. Requires KickStart vetsian 21) or greater 
to ruru Version 2.t04, induces source. AuPor: 
Ctrissopner Wichua 

NGTC ReteaseCneolatrivia game based on *Sar Trek: 
Tfie Next GereraCon* TV series. Contains, over 
SCO questons on Season One of the senes with 
over 50 auSiO'victeo cfues. This <isk contains part 2 
o( the Triva Database and the 'Projector player. 
You MUST have disk 404 ^hch contai:is the resi ol 
(he Trivia Database and ifie game modu^. Created 
wth The Director. Binary orJy, Autnor: Gregory 
Epiey 

FrriFlshPisKW 

ATCopy A pr o^fiT lo copy ties t'cm re Amiga s^de cf a 
system equ^ped wi* a PC/AT bndgeCoard, to tne 
PCside,isingwldc&ds. Copes dreatytvougn 
l» shared meoioiy. Stjppons (Xt and WorkSencii 
usage, Versioti 2iJ. sharaiore, biiaiy only. AuBtor 
Peter VonwX 

DirWork A fast sinansimpteefficent shareware OirUlity fiat 
gets direcoites ctf Bdppies n about half the normal 
ime. Corftgurabte options and buttons, as weit as 
aflpiemt^toatum. TKisisVefSfoni.i2,an 
update 10 ine one on dsk 328. flinajY or^y. Aujw: 
Chris Ra.mes 

MS DiSK-Ma 5her is a utihty 3^: atk>ws use.'S 10 

compress arid archr/e entire Soppy disits. Offers 
four dtlferent types of compression, exiended virus 
checking of boot bioda, and data encryption. 
Requires at least 512 K of memory. This is version 
1.01, bifia-y only. Author SOSSoftwsire 

GnuAwk GWU awk ^ the GNU Pro}ect s imptementatjon ol 
l^eAWK programming tangu^. ticcntormsto 
rie deiniion and descnpiion of the language in The 
AWK Programming t^iguage, by Aho. Kerreghan, 
and V\^eiroergi^, with ft« ^diionat teatjies 
detned inihe System V Reiease 4 version of UNIX 
awk. Version 2,10 beta, includes souw.AuSior: 
Paul Ruein. Jay F^itesoa Amotd Bocoins. ei al. 

GnuGrep The grep progtam Iran iv GNU projen. Replaces 
gfepl9rep.egi«p.«idbn>fl«pi Thsisanuf«3a:e 
» vfirtJon li on dsk S5 and now handles 
AmigaDOS style wstfcardspecifcawr^. Includes 
source. Author: Many (see README -Je) 

MadBiaakerA cuie sc.*een blankier that bounces a ranspamrvt 
rectangle around on the saeen, like a tfieater 
spot^gfit. witfi ixnfigurabte optiohs *hjcn include 
siie and whether or rwt you want the rectangle to 
Change sze. Version 2,0, includes sojrce. Aujhor; 
K. V,afda^-Bey 

atti ft3n.DllK,4C7 

f>iouse A versaav* screen d mouse blanker, auto wmaow 
activator, mcu-se acceterator. popc^i. pop window to 
troni, push window 10 be*, etc, widget. Ttts is 
DMouse verskin 1 24. an update to ver^OT) t JO on 
iisK25a. lnc^Jdesso'Jcee.At;dwr: MaSDitori 



Re j: Ftex is a repfaeemertt tor the UN IX lex' (leiicaf 

analyier gerwratorj program that is faster than lex, 
and freely redistributable, Ttus is version 2.3. an 
u^te to the version on tSsk 1 56. iTKludes source. 
Autvors: Jef Poskani&r. Vern Parson, WJliam 
Lolsus, el al. 

Wond«f Sound Wonbersourd is an additive harmonic 
hstainent desigr\ ift^ Mih a s^arate envelope 
design wndow and 16 letafve hamwiic sirertgtti 
and ptsse angte oontnits. Vision 1.4, binary orfy. 
Aufwr. Jeffrey Harrington 

Ffgd FTsh oak 406 

DCtc AusityJatmerftsrsaCLrsconsoteiOandcopies 
it so a user specified file. The console 10 ts 
urjBected by 3Trs morftofing, Versorvv.OO. 
inebiSes sowfce. Au-.h^; t*tasJiew Dillon 

KiCkOite Sa«s a.nd retrieve tne current system dale stamp 
:o tne Srst secw ct £he kick.siafl disk. This is tandy 
for At 000 users wifri autobootiig hard drives, since 
It can save the system tirrie across sys^m resets 
and power cydes, Veraon 1 ,0. includes source. 
Aumcr: Joe Porida 

fjkiniOie A cu:e iinie 'screen hack". Be sure to turn up the 
sound, Binary only, source avaitatfe from author. 
Autrior; David Dor^i^y 

Post Al excellent PostScript interpreisf tor the Amjga 
whth st^spoas -Jwiuii Adobe tankage and type 1 
PosiScr^. fonts.. ^:J'jdes Ciarter font in Roman, 
itatjc ScJd, a.ici Boi^taic, af^ Cotfisr tors h 
Boman. RornarKfeiigue, BiAL and BolcKftiqiJe. 
Beqiires Alp H3ia^ VB# and CorMai V1 .3*. 
Vei»in14,rtiudessoin:ieinC.AuQ)or: Adrian 

Frwl Fish Disk 409 

Trek Al excellent s-sarevi-are Sia- Trett game. The 
objed of 315 game ss D stay aive. heallfvy, and 

maintain the Enterprse ji good (^MxSlion. As 
Captain 0! the ^?, yeu must go on missions where 

you show your common sense and level 
headed-fess. Ai o^ery cautious Captain wiR loose 
his ship as wei! as a careless or irrational Capiain, 
This dtstribuEkjn unpacks into Iwj almost full cBsks. 
Version 1,0, tiinary ohy, Autttor: Tobias Rchter 

frrt'^ith&lskiio 

Wech-ignt A roie playing game where you exptore a vrorid. buy 
or (ind items, and l^t ajaaTsi robots and aliens. 
During UB game you are aSked lo perform Mftasn 
tasks. Tlis is viTS^^ 1,0. t'inary oni^, Author; 
Hcrian t.<arquar± 

Vlt VLT is both a VTtOO erHJa'.or and a Tektronix 

(4014 plus subset ol 4105) emtilaior, currenfy in 
use at SLAC (Stanted Unea.' Aosierator Cer«er}, 
Although the VTlQC part was originaly based on 
Dave Wftckeret al.'i VTIOO, many efMhancements 
w^ made. Featixes indude use of ARP. an 
AReu port, XMOOai iK/CRC and K^rr^^it 
ptoioools. support For addtiofiai serial pons. 
extsTOl He transit prolooots (XPR). a *c^' 
nwde, and screflbackAe view, history butler, i; corres 
in tw3 versions, on* with Tektror^x emulation, a.'id 
one without. The T^k'iom em ul alien allows saving 
IFF flies, PostScrtpi: files, and p-inting bi'maps to 
tf»e printer. This ts version 4,S46. an updase to 
version 4,42B on rtsk 30B. Binary oniy, Author: 
vmiyunjeveid 

To &e Cor;jnued„.„ 

In Conclusion 

To the b€st of our knowledge, the maierials in this 

fibrary are freely distributable, lliis means ttie^ 

were either ptjblk;!y posted and placed in the 
public domain by tlie^r authors, or they have 
restficiions published in their files to which we 
have adhered. If you become aware of any 
violation of the authors' wishes, please contact us 
by mall. 

IMPORTANT NOTICE! 
This list is compiled and published as a service lo 
the Commodore Amiga community for informa' 
tional purposes only. Its use is restricted to non 
commercial groups only ! Any duplication for com- 
mercial purposes isstricti/ forbidden. As a part of 
Amazing Computing™, t^.is list is inherently copy 
righted. Any Infringement on this proprietary copy- 
right without expressed whtten permission of the 
publishers will incur the full force of legal actions. 

Any non-commerciaJ Amiga user grottp wishing to 
duplicate this list should contact: 

PiM Publications, Inc. 

P.O.Box B69 

Fall River, MA 02722 

AC is extremely interested in helping any Amiga 

user groups in ncn-ccmmercial support for the 

Amiga. 



j\mazingAmGA ^ aO GUIDE Amiga 



Name^ 

Address _ 
City 



State 



ZIP 
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^m^^Us 



VISA^ 



Save over 49% 



12 monthly issues of the number one resource to the Commodore Amiga, D 
\ Amazing Computing iit a savings of over $23.00 off the newsstand price! D 



Please circle to indicate this is a New Subscription or a Renewal 

PFIOPER ADDRESS REQUIRED: In ofdor to e)(p€<JiU; and guarantee your order, all large PuWc Domain Sofiware orders, as well as most Back 
issue orders, are shipped by Ur\ ted Parcel Service, UPS re<(uires thai alt packages be addressed lo a strecu address lor correct delivery, 
PAYMENTS BY CHECK: Atl payments made by check or money order must be in US furxJs drawn on a US bank. 



One Year 
Of 

Amazing 



One Year 

of AC 
SuperSub! 



Tw0 Years 

Of 
Amazing 



Two Years 

ofAC 
SuperStib! 



n! 524.00 us 



Save over 46% □ 

12 monthly issues of .4mn:r/n^ CompM/iM^ PLUS AOGUJDE^^GA [J 

2 Product Guides a year! A savings of $31-30 off the newsstand price! □ 



$44.00 Foreign Surface 
$34.00 Canada and Mexico 



$36.00 US 

$64.00 Foreign Surface 
$54.00 Canada and Mexico 



Save over 59% □ 

J 24 monthly issues of the number one resource to the Commodore Amiga, 
\ Amazing Computing at a savings of over $56.80 off the newsstand price! 



$38.00 US 

(sorr>^ no foreign orders 

available at this frequency) 



Save over 56% 

24 monthly issues of Amazing Computing PLUS ACGUIDE^MIGA 

4 Complete Product Guides! A savings of $75.60 off the newsstand price! 



Dl 339.00 US 

(sony no foreign orders 
available at this frequency) 



Please circle any additional choices below: 



(Domestic and Foreign air mail rates available on requesO 



Back Issues: $5.00 each US, $6,00 each Canada and Mexico, $7.00 each Foreign Surface, 
t.l 1.2 1.3 U 1.5 1.6 1.7 1.8 1.S 2.1 2.2 2.3 2.4 2.5 2.6 ^7 2.8 2.9 2.10 
2.11 2.12 3.1 3.2 3.3 3.4 3.5 3.6 3.7 3.8 3.9 3.10 3.11 3.12 4.1 4.2 4.3 4.4 4.5 
4.6 4.7 4.8 4.9 4.10 4.11 4.12 5.1 5,2 5.3 5.4 5.5 5.6 5.7 5.8 5,9 5.10 5.11 5,12 
Back Issue Votumes: Volume 1*$19.95' Volume 2-$29.95" Volume 3,4,or5-S29.95" each 

•AJI volume orders m^jst include postage and handling charges: $4,00 each sel US. S7.50 each set Canada and Mexico, 

and SI 0.00 each set for foreign surface orders. Airmail .-ates available. 

Introducing: AC TEdi^MIGA January 1991 Issue: $14.95 

One- Year Subscription to AG's TECH —Four Issues! 

Charter Rate: $39.95 (limited time oniy)i 

Freely Distributable Software: 

Subscriber Special (yes, even the new onesl) 

1 to 9 disks $6.00 each 

10 to 49 disks $5.00 each 

50 to 99 disks $4.00 each 

1 00 or more disks $3.00 each 

$7.00 each for non subscribers (three disk minimum on all foreign orders) 

AjiiiUr.iiijj on Dii^k: AC#1 . .Source & Listings V3.8 & V3.S AG#2. . Source & Lissings V4.3 & V4.4 

ACM, . .Source & Listirtgs V4.5 & V4.6 ACi4. . .Source & UsUngs V4.7 & V4.a 

ACifS. . .Source & Ustings V4.9 AC#6. . .Source & Usiings V4.10 & V4,t1 

AC#7. . .Source & LisUngs V4.1 2 & VS. 1 AC#e. . .Source & Usiings V5.2 & 5.3 
AC#9. . .Source & Listings V5.4 & V5-5 

InNOCKulatio n D is k: t N # 1 . . . Vi r u s pro tection 



AC«10 ..Source & Lisdngs VS.6 & 5,7 
AC#1 1 ..Source & Usirngs V5.B, 5.9 & 5.10 
ACf t2 ..Soyroe & Listings V5.1 1 , 5A2 & 6,1 



Please list your Freely RedisEribuacable Software selections below: 

AC Disks 



{numbers 1 through 12) 

AMICUS 



(numbers 1 through 26) 

Fred Fish Disks 



(numbers J through 410; FF395 is cut*rently unavailable. Please remember 
Fred Fish nisks S 7, 80, & 87 have been removed from the collection) 



Subscription: $_ 



Back Issues: $_ 



AC'S TECH: $_ 



PDS Disks: $_ 



$_ 



Total: 

(subject ID applicable sales lax; 



Complete Today, or Telephone 1-800-345-3360 



Please complete this form and 
mail with check, money order or 
credit card information to: 

PJ.M. Publications, Inc. 

P,0. Box 869 

Fall River, MA 02722-0869 

Please aitow 4 to 6 weeks for delivery of 

subscriptions in US, 
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At the World Of Commodore Amiga in 
Toronto, Commodore gave the first public 
showing of CDTV, Heading this demonstra- 
tion was Nokn Bushnell, General Manager of 
the Consumer Products Division at Commo- 
dore. AC had a chance to ask Mr. Bushnellhis 
views on the introduction of this new, and very 
important Amiga component. 

AC: Give us your view of CDTV, 

Bushnell: CDTV is multimedia made af- 
fordable, and that is what I really love 
about it, I've always felt that the promise 

of computing is, in fact, the ability to have 
massive amounts of memory on-line to do 



Nolan Bushnell presents CDTV to 
members of the press of WOCA. 
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graphics and sound and data manipula- 
tion. Not just for game-playing stand- 
points, but to give entertainments that 
have depth to them. I've always felt that 
one of the reasons that more adults don't 
play games is because there is not enough 
complexity, not enough information con- 
tent, and not enough richness of environ- 
ment. I t>elieve that is one of the promises 
that CDTV gives us. And then, of course, 
in the educational field, the cost effective- 
ness is so important in the delivery plat- 
form: "eeksand squeaks", stickmen going 
acrosscomputerscrcens is not educational 
software, whereas the richness of being 
there... a generation of children that have 
been raised on Sesame Street want pro- 
duction values and we can give them all 
those kinds of things. CDTV has a rich- 
ness of authoring tools and, so, relatively 
unsophisticated people are going to be 
able to write programs. My dream is that 
we can have tremendous leaps forward in 
education, I've said that the best one per- 
cent of the teachers are only being heard 
by one percent of the students, I want one 
percent of teachers to be heard by 100 
percent of the students, and I think that 
can make a big difference. 



The system, in its simplicity and in 
the things all Amiga people know and 
love, all of a sudden can be put in the 
hands of the masses, and so it gives the 
people a tremendous publishing menu. I 
mean CD-ROM disks are so cheap to 
manufacture that, once they are pressed, 
the cost of distribution becomes almost 
non-important. So there [are] going to be 
some CDTV millionaires created in devel- 
oping software in the next few years. Who 
knows who they are going to be, but the 
opportunities are clearly going to bethere. 
I see that once this unit gets into a million 
American homes (a tremendous amount 
of sof t wa re tha t i s curren tly written fo r th e 
Amiga [is] so superior to what's available 
on Nintendo or [in the] DOS 
world or what have you), [it] is 
going to bring the economic ex- 
tremist back to light about some 
of those older products as well. 1 
just really think the opportunity 
is awesome. I think it is going to 
be for the bold to take hold of it 
and really make it sing. After all, 
hard ware platforms [are] no good 
without good software. But now 
we've gotten a new arrow in the 
quiver. Think of 28 hours of au- 
dio intermixed with graphics. 
[The] mind boggles. Who knows 
wha t ki nd of r i ch St ory y ou m i gh t 
Icam, what kind of interesting 
branching algorithms can be created. All 
these things and more will be available 
very, very shortly. 

AC: Can we abo see this in business as a 
training tool? 

Bushnell: Absolutely, the business appli- 
cations, of course, are legend. More and 
more the employers are taking on the 
burden of training the employee. More 
and more we are finding that the burden 
of rudimentary skills — reading, writing, 
arithmetic — are falling on the employer. 
Thisis going to givehim an opportunity to 
stop that gap, A lot of the training systems 
up to date either require a group, a teacher, 
or a relatively expensive system, so you're 
talking about maybe once a month or once 
a year training. We believe CDTV systems 
can be cheap enough that they can be 
scattered throughout the workplace so 
that the training and operation become 
almost seamless. ..so that people train 
themselves before every coffee break on a 
different aspect of a particular function. 
You see that the point of sale is terrifically 
important. As the sale cycle for many items 



become more and more complex, the skill 
of the salesperson needs to be greater. I'm 
not even sure that that's going to happen 
but at least we can put at point of sale an 
ability for a customer to be trained or to be 
taught some of the feature benefits so that 
a new form of advertising I think is going 
to be very important, and it is really train- 
ing advertising. What is this unit? And 
then once I've decided to buy it maybe I 
can stay there a little bit and know how to 
set it up. ..So that if we have a better way of 
training, if we have a better way to train, if 
we have a better way to teach, if we have 
a better way to communicate, we can use 
this thing to make ever ybod/s life a richer, 
more interesting experience, 

AC: What about military applications? 

Bushnell: Military, of course, is a very 
important feature. The military spends 
literally billions of dollars on training. The 
high-tech army is not something that you 
could do trivially and, so, to put these 
systems throughout the military is almost 
a forgone conclusion. 

AC: Anything else you want to add? 

Bushnell: What we are really trying to do 
is to make multimedia a reality and 1 think 
we've done that. 

AC: A lot of this goes into AmigaVision — how 
it can be utilized in this and how you can have 
a large database on CD utilizing tlie compo- 
nents of both AmigaVision and tlie CD to 
actually produce a tremendous number of dif- 
ferent things not only in entertainment, train- 
ings and education. 

Bushnell: We're standing on some very, 
very strong foundations. 

AC: And when will we see CDTV in the 
states? 

Bushnell: February 15th in quantity. It's 
going to be a regional roll-out and so 
probably won't quite make it into Canada 
until Spring. 

AC: So unlike the 286LT tlrnt they announced 
up here and sold up here first, we' II actually get 
CDTV first, 

Bushnell: CDTV will probably be in Cali- 
fornia slightly before because we want to 
fine tune some marketing plans. 

•AC* 



9(5 Amazing Cqmputinc 




EE NEW PRODUCTS FROM ICD 



licker Free Video^ 

'ith Flicker Free Video (FFV) and a standard VGA or multi-frequency monitor, any Amiga' 500, 1000, or 2000 
imputer can produce a high quality display, free of interlace flicker and visible scan hnes. Installation requires no 
•Idering or advanced technical knowledge and frees the video slot in Amiga 2000 computers for other uses. FFV is 
mipatible with all software, works in low and high resolutions interlaced or not, and has no genlock conflicts. FFV 
.es a multi-layer circuit board and surface-mounted components, packing a lot of power into a very small space. 
3th PAL and NTSC are automatically recognized and fully supported. Full overscan is supported, not just a 
nited overscan. Three megabits of random access memor>^ are used to ensure compatibility with overscan screens 
large as the Amiga can produce. 



.dSpeed-^ 

:D expands its line of innovative enhancement products for the Amiga with the introduction of 

dSpeed, a full featured 14.3 MHz 68000 accelerator for all 68000-based Amiga computers. AdSpeed 

ffers from other accelerators by using an intelligent 16K static RAM cache to allow zero wait state 

.ecution of many operations at twice the regular speed. .4// programs will show improvement. 

dSpeed will make your Amiga run faster than any 68000 or 68020 accelerator without on-board 

AM. AdSpeed works with all 68000 based Amiga computers, including the 500, 1000, and 2000. In- ^ 

allation is simple and requires no soldering. AdSpeed has a software selectable true 7. 16 MHz 68000 mode for 

)0% compatibility — your computer will run as if the stock CPU was installed. 32K of high speed static RAM 

used for 16K of data/instruction cache and 16K of cache tag memory. A full read and write-through cache 

ovides maximum speed. 




.dSCSI" 2080 

hie fastest, most versatile SCSI host adapter (hard drive interface) available for 

e Amiga 2000 now comes in a new configuration. AdSCSI 2080 is not DMA, 

jt its clean design and advanced caching driver provide greater throughput than 

ly available DMA interface. All the features you want are included at no 

iditional charge: autoboot from Fast File System partitions, Commodore^ 

;rSIDirect and Rigid Disk Block conformance for no mountlist editing and 

impatibility with third party SCSI devices, and the most advanced removable 

edia support available, including automatic DiskChange and no partitioning 

strictions. AdSCSf 2080 also includes sockets for adding two, four, six, or eight megabytes of 

AM using 1 megabyte SIMMs. If expansion slots are in high demand, then this card could be your 

iswer. 



'icker Free Video, AdSpeed. and AdSCS! 2080 join ICD's existing and growing line of power peripherals and 
ihancements for Amiga computers. Our experience and expertise allow us to give you the products and support you 
5serve. From beginning to end, everv' possible asp)ect of product development and production is handled in-house. We 
jsign all the hardware, lay out all the circuit boards, and write all the softw^are. We assemble and test our products in 
irown facility, providing us with an unmatched level of control over the finished product. It is never out of our hands, 
icse are more examples of the advantages you get from ICD. The best product. At the best price. With the best support. 
compromises. 





1220 Rock Street 

Rockford.IL 61 101 

(815)968-2228 Information 

(800) 373-7700 Orders only 

(815)968-6888 FAX 



:lter Free Video, FFV, AdSpeedand AdSCSI are tfodemorki oF ICD, Inc. ComfT>ock>re is a registered trademark of Commodore Etedrofiics Limited, Amiga is a registered 
demark of Commodore- Am igo, Inc, 
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▲ Paint, digitize and display full color NTSC video gropliics on any Amigaf 

▲ Capture q video frqnie in 10 seconds frotn any color video caniero. (Also 
works with still video cameras/ video disk and still frame caj^obJe VCR's.) 

▲ Display and capture full color 24 bit high resolution images. 

k Convert DCTV"^ rmq^s to or from aiiy IFF 
display format (including HAM ond 24 iilt). 

4 Paint, digitize and conversion software 
, areaHincluded* 

▲ Works with all popular 3D programs. 

▲ Aqintate in full NTSC color. 

^ Miff. I Meg. required 



DGV"(DigUal Composite Television) is a revolutiofiary new video display and digitizing system for 
the Amiga. Uiing the Amiga's chip memory as its frame buffer memory, DCTV "treotes a full color NTSC dispby 
with all the color and resolution of television. Sophlstkoted true color video paint, digitizing and Imoge processnig 
software are all combined into one easy to use package included with DCTV 7 DCTV "'also works with all popuhr 
3D programs to create full color animotions that can be played bock In red time. 
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: A T I O N 

2865 Sunrise Boulevard Suite 103 Rancho Cordova CA 95742 Telephone 916/344-4825 FAX 916/635-0475 

©1990 Digilol Creations. Amiga is a regislmd Irademark of Commodore Business Machines. Potent; applied lor. 
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